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Why We Make PSM 


We love games 

We know how exciting 
it is to find that rare game 
that will keep you playing 
for days without sleep. We 
also know how tough it is to 
pick that game out of the 
hundreds on sale. Buyers 
need expert guidance, but 
most game magazines read 
like an overstuffed catalog, 
only adding to the confusion. 


Gamers need more 
from a magazine 
A game magazine should 
cut through the clutter 
and point you toward 
what's important. It should 
focus on better coverage 
of the games that really 
matter. Above all, reading 
a magazine should be 
fun, entertaining, and 
enlightening — not*work. 
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Kaiser Hwang 
Little known fact: Ken Kutaragi 
took this picture of Hideo 
Kojima and me at E3 2002. Hey, 
Ken, thanks for the memories. 


Nobody else does 

this, so we had to 
We built PSM to be different. 
We make it faster and easier 
to find the games you'll love. 
Our independent status and 
veteran experts guarantee 
the most honest, accurate 


reporting. When you finish an 


issue of PSM, you're armed 


with the knowledge you need to 


enjoy games more than ever. 
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Strange Days Lie Ahead 
Future 


As write this, I'm just three days from 
hopping on a plane to Los Angeles 

for the big E3 game expo. This year's 
show is going to be nuts with the full 
PlayStation 3 unveiling, Nintendo's 
wacky Wii, and a promising second 
wave of Xbox 360 titles. Knowing 

how big this show would be, | started 
looking forward to it as soon as E3 
closed last year. It seems kind of 
surreal that it's finally here... that 

l'il finally get to play Resistance, 
Warhawk, and more on PS3. Of course, 
that will come after | check out the new 
Metal Gear Solid 4 trailer. Since | read 
Randy's cover story, | get the shakes 
just imagining the game in motion... 
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I'll be staying here with Bill. 
Wish me even more luck! 
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omfortable 


4 Editor-In-Chief Chris Slate, apparently unaccustomed to 
@ alcohol, behaved erratically after leading a post-redesign 


S x toast to his coworkers, who became visibly uneasy. 








While everyone's gone to ЕЗ, I'll 
be installing these psychotronic 
mind controllers in their chairs. 
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= Metal Gear Solid: Portable Ops 


BIG BOSS IS BACK 


IN SNAKE EATER'S 


T The missing link in the 
Metal Gear saga has been 
found, and it is Metal Gear Solid: 
Portable Ops. The “Solid” in the 
title means exactly what you think 
it does: it isn't a sequel to Metal 
Gear AC!D or any sort of side- 
story. The PSP is really getting 

a full-on, production-budgets- 
be-damned game set in the main 
MGS storyline. Even better, it's 
technically the sequel to Metal 
Gear Solid 3: Snake Eater, the 
best installment yet in the series. 





Є ZERO, MAJOR ZERO The James Bond-loving Brit becomes a playable character in MPO. 


SEQUEL - ON PSP! 


Origins 
When Metal Gear creator Hideo 
Kojima first came up with the 
concept for Portable Ops, it was 
actually something pretty different 
from the main MGS games and the 
spin-off ACID series. He originally 
intended it to be a sort of military 
fighting game focused on individual 
battles, where the player would 
choose their team members and 
fight an opposing force in one of 
several battlegrounds. Once a 
character was killed, he stayed 
dead, and the match kept going 
until one side lost all of their forces. 
Despite the success of the 
ACID games, Kojima continued to 
hear from Metal Gear fans that 
they really wanted a true MGS 
on the PSP. So, with a fairly large 





Е WHERE'S JOHNNY? Big Boss 
has bad memories of cells from MGS3. 


mnm 


. gamesradar. 


BIG BOSS'S 


NEW LOOK 
Solid Snake's DNA 
daddy has a brand 
new battle suit, 
complete with a 
cooling system and 
“CQC enhancer." 
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THE 3D 
CAMERA 
STAYS 

All of the 
major 
gameplay 
refinements 
made to the 
series for 
MGSS will be 
making the 
transition to 
MPO. This 
also means 
MGS3: 
Subsistences 
improved 
camera 

is being 
tweaked 

to always 
provide the 
best possible 
view of the 
action on 

the PSP, 
even without 
a second 
analog stick. 


iW Snake Eater and the original 
Metal Gear. Big Boss's mission to 
destroy the FOX unit results in the 
formation of FOXHOUND, and the 
game finally explains why Big Boss 
renounces his country and creates 
the rogue nation of Outer Heaven, 
which is later infiltrated by Solid 
Snake on his very first mission. 


The Mission 

In order to clear his name and get 
tothe bottom of the revolt, Big 
Boss heads into a mission that will 
have him questioning both his allies 
and his allegiances. 

The overall mission is to get to 
the new leaders of the FOX unit, 
elite special forces operatives 
like himself who will serve as 
the game's bosses. The first 
glimpse we've had at one possible 
boss was in one of the game's 
cutscenes, These blend in-game 
polygonal graphics with hand- 
drawn illustrations by Ashley Wood 
to create a totally unique and 
dynamic presentation. In this case, 
Big Boss was squaring off against 
an extremely agile character 
wielding a Japanese sword, the 
katana. In what may be a bit of 
foreshadowing, the enemy's suit 
was mainly black; Big Boss, in the 
original Metal Gear, commands 
an operative named “Black Ninja." 
Could this apparent foe actually 
become an ally in the end? 

Of course, there's also a brand 


E Ff E 








new "ultimate weapon" to contend 
with: a successor to Snake Eater's 
Shagohod that stands on four legs 
and is, for reasons central to the 
Still very secret storyline, perched 
atop a Saturn V rocket - the 

same vehicle that sent our Apollo 
astronauts to the moon. 


Returning Characters 
Big Boss's friend and commanding 
officer, Major Zero, will return in 


© HOSTAGE SITUATION If an enemy doesn't want to join you, he always makes a handy shield. 


are as alert as ever, especially to sounds. 


Ө HE HEARD THAT Enemy soldiers 











© UP AND 
THEN OVER 
Big Boss 
seamlessly 
vaults from 
wall-hanging 
to surprise this 
enemy guard. 


MGS: Portable Ops, and so will his 
support crew from Snake Eater, 
Para-Medic and Sigint. They'll 

be joined on the main character 
roster by the lovely secret agent 
Eva, and sharp-shooting double- 
crosser Revolver Ocelot. Since 
this is a lead up to the original 
Metal Gear, pivotal characters 

to the main story may also make 
appearances, such as Frank 
Jaeger/Hunter (Gray Fox, and later 
the cyborg ninja from MGS7). 


New Gameplay 

Gameplay introduced in Snake 
Eater, such as CQC and stalking, 
are back in Portable Ops. Due to 
his new battle suit and the setting, 
the camo index won't be returning. 
Kojima's original concept for the 
game plays a major part in making 
this MGS stand out from the rest, 





© LOCATION SHOOT In front of 
the mountains of South America. 






E) CARRY-ALL Big Boss can now lift bodies to hide them. 
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© LETHAL LADY The lovely Evais back, but who's side is she on? 





however; for the first time in the that has to be taken care of, if you 

series, you will be able to get other catch our drift. 

characters to fight on your side... Players will be able to command 

but it's not always going to be as different recruited allies, which 

easy as saying "please." include the likes of Eva and 

Big Boss will need to recruit Revolver Ocelot, to spring into 

various characters in order to action depending on the given 

complete his mission. He'll do this situation. Have some FOX soldiers 

in various ways, but for the sake on your side? Call them in when 

of this example, let's say he has a you're facing a major firefight. 

FOX unit member in a grapple. Big i 

Boss can command his captive MGS on PSP Е FORGET 

to join him, and he just might do So, you've probably been asking To answer the first question, FORESTS 

it. He might not, in which case a yourself the very first question we well, you're seeing it. In motion, Big Boss 

little more "persuasion" may be had when Kojima revealed Portable the game looks a cut above doesn't need 

required. He may flat out refuse to Opsto us: howis it going to look anything else on (or coming to) special camo to 

join, at which point he's a liability and work on PSP? the PSP. Everything from the sneak around 
character animation to the level the game's new 
detail is exactly what you'd expect location south 
from a console installment in of the border. 


the series. There's no doubt that 
Kojima Productions knows the 
PSP hardware very well. 

They also know that PSP 
has its limitations. For one, it 
lacks a second analog stick, so 
special effort is being put into the 
camera system. The action will be 
presented from a behind- EIZA 


© RECRUIT OR 
KILL? When you 
have an enemy in 
a spot like this, it's 
your call. 
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ЕЛЕЙ the-back view similar to the 
one used in MGS3; Subsistence, 
but with less need for manual 
adjustment. The basic controls 
are also being reworked to make 
more sense on the PSP, as Kojima 
explained to us in our exclusive 
interview with him (see page 24). 
Although the presentation of the 
story sequences will be similar 
in many ways to the Metal Gear 
Solid: Digital Graphic Novel, which 
is adapted from Ashley Wood's 
comics, Kojima has Wood creating 
brand new art to spec for Portable 
Ops, including detailed panels that 
may only be seen for a fraction 
of a second but are crucial to 
maintaining the high production 
values the game is aiming to deliver. 


MG Online Evolves 

So the game will have a single- 
player story worthy of carrying 
the Metal Gear Solid title, but it will 
also put the PSP's wireless online 
capabilities into play. 

Built on the fundamentals of 
MGSS: Subsistences Metal Gear 
Online mode, Portable Ops online 
mode will make it much easier to 
create custom squads comprised 
of your friends, and to keep in 
touch with them. It will feature new 
battlegrounds not seen in the first 
version of MGO, but the big new 
addition is what Kojima is calling 











© RAIDEN LOOK-ALIKE Raikov has obviously had enough humiliation from the FOX 


the “white flag” system. 

The concept is this: if you die 
in an online match, you don't 
respawn. Unless, that is, you 
surrender to your enemy and 
join their ranks. Hence the white 
flag. Of course, you'll be turning 
against your friends, so it's a moral 
dilemma that echoes the ones 
presented in the single-player 
game and adds a whole new 
dynamic to the already unique 
online gameplay created by MGO. 


Small System, Big Game 
Don't let the fact that MGS: 
Portable Opsis a PSP game fool 
you into thinking it’s going to keep 
from knocking you on your ass with 


YOUNG 
OCELOT He was 
one of the best 
parts of Snake 
Eater, and now he’s 
anally... or is he? 


a gripping story, innovative 
gameplay, and the extreme 
level of polish that has become 
synonymous with the console 
MGS games. In fact, despite 
the long hours he's putting 

in getting ready to wow the 
world with MGS4 on PS3, 
Portable Ops is very much 
Kojima's baby: He's every bit 
as involved in its creation as 
he has been with the previous 
MGS installments, and he's 
committed to giving the fans 
everything they want — and 
then some. 

If ever there was a game to 
pin the future of the PSP on, 
this is it. It's the biggest thing 
to happen to the system yet, 
and we can only imagine it has 
other game makers scrambling 
to get their acts together. 
RANDY NELSON 
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MPO: THE 
ORIGINAL 
PREMISE 
Hideo Kojima 
explains that 
MPO was 
originally a pure 
battle game, 
where players 
would recruit 
allies over the 
internet. “[It 
was] sort of 
like in Akira 
Kurosawa's 
film Seven 
Samurai. l've 
been thinking 
about a game 
that requires 
players to 
interact with 
real society." 





















Rap Si 
Increase your chakra and unleash 
multi-level super attacks to ascend the 
ranks and become a full-fledged ninja. 





7 a Т 


Fight as one of over 12 playable 
characters to complete missions and 
unlock tons of bonus content. 





Switch between 12 interactive stages 
mid-combat while performing 
powerful ninjutsu moves as seen 
in the hit television series. 








% £s x 
Use a variety of weapons, close combat 


or call on support characters to assist 
with super attacks or drop off power-ups. 
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[| One year ago, PSM 
ШИШ brought you the world's 
first look at what Metal Gear 
series creator Hideo Kojima 
had in store for the fourth game 
in the series on PlayStation 3. 
Tokyo Game Show 2005 played 
host to the debut of the first 
footage from the game, running 
on real PS3 hardware, and 
gamers were torn between the 
phenomenally realistic graphics 
and the revelation that Solid 
Snake, the star of the series, 
was, well, really old. 


Since then, we've learned 
the reason behind Snake's 
accelerated aging (experimental 
"70s-era cloning) and had a lot 
of time to ponder the fate of 
the legendary character as he 
embarks on what Kojima has 
said will be his final mission 
as the central character of the 
Metal Gear universe. DI 



























Bom 
Kojima has said, over the past 
several months, that we would 
not only learn more about the 
game at this year's ЕЗ expo, 
but that we'd also see what 
he'd done to “reboot” the main 
playable character from Metal 
Gear Solid 2: Sons of Liberty 
- and odds-on favorite for the 
starring role in future Metal 
Gear games – Raiden. Kojima 
promised he'd be "cool". Not that 
we doubted him, but we were 
blown away by the character's 
appearance in the E8 trailer 
- he’s downright awesome. 
"Awesome Raiden," as we're 
now inclined to call him, has 
been fully reworked from 
his wimpy, whiny persona in 
MGS2 into a next-generation 
badass. He wields multiple 
blades, including a ridiculously 
sharp katana. He wears a 
suit that looks like a powered 
exoskeleton; a cooler-looking 
version of the one worn by Gray 
Fox in Metal Gear Solid and 
Olga Gurlukovich in Metal Gear 
Solid 2. The suit’s three-piece 
visor, which protects Awesome 





Raiden's face and also provides 
him with a tactical display, 
opens to reveal his true identity 
during the trailer. Oh, and he no 
longer looks like a woman. 

Awesome Raiden's overall 
role in the game's story is still 
a secret, but we do know from 
the ending of MGS2that he 
promised to find and rescue 
Olga Gurlukovich’s infant son, 
who was taken from her by the 
shadowy group known as The 
Patriots. Revolver Ocelot was 
also taken from his mother, 
MGSS's The Joy/The Boss, by a 
group called The Philosophers 
before the events of MGS3. 

In the trailer, Awesome Raiden 
single-handedly dismembers at 
least half a dozen of the game's 
new hybrid mini Metal Gears 
using his blade. We hope he 
stays on Snake's side. 


The trailer delivers on another 
level: it conveys the premise, 
previously mentioned by Kojima, 
that this game won't just be a 
battle between “Side A” and 
“Side B.” In fact, we 21020! 





























1020191 count several groups 
involved just in this trailer. 
There is, of course, Snake: 
amercenary called back into 
battle by retired FOXHOUND 
commander Colonel Roy 
Campbell. Awesome Raiden is a 
second wildcard in a scenario 
that involves forces local to 
the game's setting, soldiers 
led by Revolver Ocelot (now 
completely taken over by Liquid 
Snake), and the next generation 
special forces of FOXHOUND, 
including – and possibly led 
by - Snake's love interest 
from MGS1 (and Campbell's 
daughter), Meryl Silverburgh. 
Then there's Dr. Hal 
Emmerich, better known as 
Otacon, providing support for 
Snake via a small Metal Gear he 




























created called Mk. 2. Otacon 
also created the new sneaking 
suit worn by Snake in the game, 
as well as his battlefield data 
display eyepiece, known as the 
Solid Eye System. 








In classic form, Kojima has one- 
upped himself with this new 
trailer for the game. Compared 
to the original Tokyo Game Show 
teaser, this looks remarkably 
better. The environment detail, 
character detail, animation... 
everything has been improved, 
and the game is still a long ways 
off from completion. 

Kojima Productions is 
making extensive use of motion 
capturing, facial expression 
capturing, and high-resolution 
textures taken from on-location 
photography for the game. 
Combined with a 3D engine 
created from the ground mozzi 


10910218 up for PS3, the results 
look good enough to be made 
into a CG Metal Gear movie and 
released in theaters. 

We've heard a lot of talk about 
movie-quality game visuals over 
the years, and this is the closest 
we've ever seen to delivering 
on all that hyperbole. This is 
the way PS3 games are going 
to look when done right. Just 
remember how much better 


MGS3 looked than MGS2 on PS2. 


It's truly the stuff of gamers’ 
wildest fantasies. 


Chief among the questions on 
every Metal Gear fan's mind is, 
“Will Solid Snake survive this 
mission?” The trailer makes a 
point of showing the dramatic 
degeneration of his body's cells, 
and the tremendous pain this is 





causing. As expected, however, 
this clone of the greatest soldier 
of the 20th century will see the 
end of his mission, and find and 
put an end to The Patriots – and 
close the book on the "Solid" 
saga of the Metal Gear universe. 
RANDY NELSON 
















@ WILL SOLID 
SNAKE SURVIVE 
THIS MISSION? в 


BATTLE 
Like the Tokyo 
Game Show 
trailer, the 

ЕЗ follow- 

up makes it 
clear that 
Solid Snake 
is quickly 

and painfully 
degenerating. 
He's an old 
man losing 
hope, but 

like Clint 
Eastwood in 
Unforgiven 
and Batman 
in The Dark 
Knight 
Returns, 
there's one 
last great 
fight left in 
this legendary 
hero- a 
chance for 
the old man 
to show his 
enemies 

that they've 
picked a bad 
day to piss 
him off. 
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MPO SEQUEL? PLAYING AS THE 


NEW RAIDEN? METAL GEARS 
CREATOR SPEAKS ONLY TO PSM 





ON METAL GEAR SOLID: 
PORTABLE OPS 


PSM: We noticed that Jack/Snake/ 
Big Boss is referred to as "Naked 
Snake" again in parts of MPO... 
HIDEO KOJIMA: Because Snake 
still opposes the idea of 
surpassing The Boss to become 
“Big Boss,” he continues using 
the title Snake. | think Snake, 

at this point in his life, feels 
that the title "Big Boss" isn't 
appropriate. 


PSM: Can you explain how the 
camera system works on PSP 
with only one analog stick? 
KOJIMA: The camera movement 
is actually controlled using 
the d-pad. However, that's not 
all [there is to it]. We are also 
creating a new method for 
getting a better idea of your 
surroundings by pressing a 
combination of buttons. 


PSM: Do the allies that you get to 
join Big Boss appear alongside 
him onscreen during gameplay, or 
do you swap out and actually get 
to play as them? 

KOJIMA: You can battle alongside 
your comrades, you can change 


WE ARE DESIGNING 
THIS GAME AS SOMETHING 
THAT ENCOURAGES MULTIPLE 
PLAY-THROUGHS ш 


the composition of your unit, 
and you can even control your 
comrades directly = but, of 
course, you can only control one 
character at a time. 


PSM: Will the camo index from 
MGS3 return? Big Boss appears 
to have one new, specialized suit. 
KOJIMA: There will be no camo 
index in MPO, but because 
stealth is still a major theme, we 
are preparing a different system 
to help him evade enemies. 


Р5М: What's up with the words 
“Close Quarters Combative 
Enhancer” on his new suit? 
KOJIMA: It literally means that it 
[the new suit] amplifies CQC! 


PSM: Compared to MGS3, how 
long do you anticipate the single- 
player mission will be? 


—— YOU CAN EVEN 
CONTROL YOUR 
: COMRADES DIRECTLY ~ 


KOJIMA: The length of the 
single-player game still isn't 
determined. With this main 
feature of “building up your 
ranks by finding comrades,” 

| believe the single-player 
campaign will be quite long. 
We are designing this game as 
something that encourages 
multiple play-throughs. 


PSM: You know the fans will want 
a sequel to Portable Ops - is it 
your intention to make one? 
KOJIMA: If people want it, we will 
make МРО2. There are roughly 
20 years of history between 
MGS3 and Мат, so | think we 
have plenty of fiction to explore. 
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ON METAL GEAR 
SOLID 4: GUNS 
OF THE PATRIOTS 


PSM: First off, we really think the 
new Raiden is totally awesome! In 
fact, we're calling him "Awesome 
Raiden" from now on. He's so 
awesome, we want to play as him 
in MGS4. Will we get to in the main 
game, or just online? 

KOJIMA: In MGS4, we designed 
Raiden as a character that you 
cannot control; players will 

only be controlling Solid Snake. 
But, with MGO, we are planning 
to actually let players control 


[the new] Raiden! [The next 
generation of Metal Gear Online 
will be a game mode included 
with MGS4 - Ed.] 


PSM: Colonel Campbell looks 
older than we'd expected. Is he 
aging faster like Snake? 
KOJIMA: Campbell has not 
received any gene therapy, or 
anything like that. It's just our 
new visual representation of 
Campbell, and | think we've 
nailed his look just right. 


PLAYERS 
WILL ONLY BE 
CONTROLLING 


SOLID SNAKE 





PSM: In the trailer, whose grave is 
Solid Snake saluting at? 
KOJIMA: That's still a secret! 


Р5М: The new screens show a 
setting that looks a lot like the 
same city shown in the TGS 
trailer. Does this mean that the 
entire game will take place there? 
KOJIMA: In MGS4, Solid Snake 
won't just fight in the Middle 
East - he will be globetrotting 
from place to place. 


PSM: Finally, when can we expect 
to see more of MGS4, especially 
for the first time in playable form? 
KOJIMA: We are creating a 
drastic change in the [MGS] 
game design for MGS4, so there 
is quite a bit of trial and error 
still going on. It will take some 
more time before anyone will 
be able to get their hands on a 
playable version. 








Escape 
From New 
York 

Kojima is a big 
fan of John 
Carpenter's 
films. This 1981 
cult hit actually 
inspired the 
character of 
Solid Snake, 
and other 
elements of the 
MGS series. 


VE 


Versus 

The crazy, 
stylish action 
of this Ryuhei 
Kitamura film 
influenced the 
cinematics 

in MGS2 

and MGS3. 
Kojima and 
Kitamura are 
close friends; 
Kojima even 
had a cameo 
as a bandit 

in Kitamura's 
Azumi (2003). 





MINI INDY? 


GRAB SOME FRIENDS, START YOUR MICRO ENGINES AND PREPARE FOR THE CRAZIEST AND 
MOST ADDICTIVE MULTI-PLAYER MAYHEM EVER. WITH FIENDISH TRACKS AND HUNDREDS OF 
CARS TO COLLECT, IT'S THE MOST FUN YOU'LL HAVE THIS SUMMER! 


Properties 
Group 
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There are few things 
7""* cooler than pirates (the 
walk-the-plank kind, not the 
software kind). They're tough, 
usually one-legged and one- 
eyed, and they're known for 
such enlighitened quotes as, 
"Arr, matey!” If only they were 

in space, too... wait, they are 

in Sony's upcoming epic RPG, 
Rogue Galaxy. (Apologies in 
advance for any galaxies-going- 
rogue hopefuls.) 


There's a lot to be excited about 
with Rogue Galaxy besides its 


E MISS! Sorry, Jaster, but you can't cut sand with a sword. 












awesome pirates-in-space 
concept. Perhaps the most 
important fact is that it's a 
Level-5 game, meaning it's being 
created by the same master 
gamesmiths that crafted such 
epics as Dark Cloud 2 and 
Dragon Quest VIII: Journey of 
the Cursed King. Accordingly, 
Rogue Galaxy looks exactly.like a 
Level-5 game, retaining the same 
signature.cel-shaded graphics 
style found in its other titles. 


Naturally, a game cannot 
survive on pedigree 
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€ AYE, SIR The “Battle + 
Sugeéstion” system gives 
you control over your aljies. 










1010281 alone, so it helps that able to combine weapons and 
Rogue Galaxy has the gameplay other widgets to create over 
chops to back up its creators’ 500 new weapons, including 
rep. An action-RPG at heart, some of a quite rare variety. 
C) the game gives you free reign Each character also has his 
MANY over three characters at one or her own special attacks, 
So you want time during battles, with one and multiple characters can 
to talk like a under your direct control combine their attacks to create | 
pirate, but can't and two governed by the Al. team combos for bigger damage ү —— 
seem to work it You can issue your Al mates and pyrotechnics. =. ey 
into everyday commands by utilizing the 
conversation? “Battle Suggestion” system On The Account 
You're in luck! (though we assume the Al will As action-oriented as the game 
September 19 take them more like orders than is, the heavy story betrays 
is International just suggestions), or уон сап 7y, . its RPG roots. This tale starts 
Talk Like APirāte „swap between them on the fly, . , Off with a young man named 
Day! Now you and do everything yourself ће | _ 
and your friends old-fashioned way: _ : =, planet called Rosa. Jaster 





have an excuse to The combat itself varies, + another young man пата Lu 
talk like a pirate whether your characters. use s psal whi - 
all day long. Рог long-range or close-combat 








Ls 


more information, weaponry. One of the game's. g rece eboldpetting off that 
visit www. key features bility to -= sandy rock (“I don't like sand!”) 
talklikeapirate. create уо ӨЙ бып v ‘weapons in the and exploring the galaxy. As fate 


com.. " “Factory Mode.” In this you're would have it, he joins the crew 










>| THREE'S 
COMPANY 
You've got 
. ." full control 
п 4 „yg Overall three 
characters. 





Enough 


Áo [Te] 
games 


E "mE WHATEVER YOU ARE its avast p out to play hooky 


there, and there are more than just humans inhabiting it. 
forever. 



























of the Dorgenark-Go, a space- E 5 D 
faring pirate ship helmed by the A Pirate's Life 


space pirate Dorgengoa. It goes without saying that 
The crew of the Dorgenark- Rogue Galaxy is an exciting 
Go isn't just drifting listlessly prospect: pirates, space travel, 
in space. They have a goal: a action-centric combat, do- 
legendary planet that holds it-yourself weaponry, a bevy 
the secret to eternal life. Of of mini-games, and over 100 
course, they're not the only ones hours of gameplay, all under 
searching for this planet. The the careful direction of one of HIH 
sinister Daytron Corporation is the finest RPG makers around, millions of rewards 
also looking for it, which means Level-5. We're sold on the idea, ге hoose you rs 
it's a race across five different now let's just hope the game 
worlds to see who can decipher is worth the actual price of 
the clues and find the planet first. admission. JUSTIN CHENG 
To aid in keeping the narrative 


ume E engaging throughout the 
100-plus hours of gameplay, 
there are over eight hours of 
cinematics spread throughout 
the adventure, as well as a host 
of mini-games to keep you on 
your toes. 
2| SPACE PIRATE SHIP 
What does it need sails for? 
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SURVIVAL 
HORROR 


cinematic shellacking at 
the hands of Uwe “Enemy of the 
Moviegoer” Boll, the Alone in 
the Dark series holds a special 
(albeit dark) place in many a 
gamer's heart. Arguably the 
first “survival horror” game 
ever created, АІТ” provided a 
memorably frightful quest: as 
private eye Edward Carnby, 

you investigated a series of 
deaths and disappearances, 

all linked to the occult or the 
supernatural. The stories of H.P. 
Lovecraft were the launching 
point - think monsters, demons, 
ghosts, and various other forms 
of undead beauty. Now French 
developer Eden Games is taking 
the series to PS3, and based on 
what we've seen thus far, we're 
expecting big things. 
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Perhaps most interesting, at 
least at this early stage, is the 
structural approach Edenis 
taking to the game. Borrowing 
its storytelling inspiration from 
television drama - namely, the 
likes of 24, Alias, and CSI - the 
developer will be splitting the 
game into a number of distinct, 
30-40 minute episodes ina 
season format. Each time you 
launch a saved game, you'll 
begin with a video summary of 
the previous episode to reset 
yourself back in the story; 
appropriately, every episode 
will close with a cliffhanger 
ending, and a video teaser of 



















the next episode. 

If implemented properly, this 
may be a significant step in 
narrative technique; how many 
times have you given up ona 
game, based purely on the fact 
that you haven't picked it up ina 
few weeks and can't for the life of 
you remember where you were 
or what you were doing? Not 
everyone has time for eight-hour 
marathon sessions to devote to 
playing videogames, and for those 
of us who prefer the piecemeal 
approach - playing a game for an 
hour at a time, perhaps over the 
course of a month - this may be 
just the answer. 

Key to the experience is the 
fact that A/TD takes place in 
New York City's bastion of 
greenery, Central Park. The 
team is claiming that their 
re-creation will be strikingly 
accurate - in fact, within 50 
centimeters of the real thing. 
Using satellite photos and 
altitude data, expect to see 
all the correct statues, 5034 
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1010331 benches, and tree : 
Species from the real thing. [ 
It's not all just for show: the TE LE « e 
idea is that the park structure will Ў į 3 
open up new gameplay avenues T 
for the player. Breaking from the 
"www... linear environments of survival 
- "Horrorgames like Resident Evil 
and its ilk, the park allows fors- E v 
terror to lurk from all sides and y 4 = E Á 
angles, building a new brand of A S / 
tension. Expect less haunted 
house-style scare tactics, and 
more emphasis on organic, free- Р 
roaming survival skills. 4 
Even at this early stage, the 
game's graphics look incredibly, 
` good - par for the course with 
French developers, perhaps, 
but impressive nonetheless. eu € 
A great deal of effort is being 
put into making each and every 
frame look like a photograph; 
every shot is being dissected 
-and analyzed, with an emphasis 
“on lighting and depth of field. 
With more than a year of 
development time left, let’s 
hope the team at Eden can 
successfully implement their * INT 
high ambitions.and tell usa tale Я ^ lig! 
-worth playing. EVAN-SHAMOON 
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BRANDISH YOUR BLADE AND 
i» DANCEONSEHE EDGE OF DESTINY! 










which threatens the very, existence of mankind. Ыта and his fellow comrades must now rise 


ы 
and prevent the destruction of their world. 





up against the Dread Knight 


419/410 





Travel through a lush 3D world Jump online with friends to explore Collect recipes and craft A revolutionary real-time battle 
packed with vicious creatures. dungeons and gather heaps of loot. powerful weapons and items. system adds depth and 
excitement to every encounter. ! 


Available in July 2006 _ 
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t been a true 
G in Sega's 

antasy Star series 
Ore than 12 years. Sure, 
Dreamcast, Gamecubesand 
Xbox got Phantasy Star Online, 
but it-waS more or less the same 
multiplayer game online and off. 
That's not the case with Phantasy: 
Star Universe, though, a new. 
gamebasedonthie PSO universe. 
Wears before he co-created 

; Sonic the Hedgehog, YujtNaka 
workedon'the very first Phantasy 
Star. It's fitting, the that the 

series hasbeen taken over by 
his development group, Sonic 
Team. For PSU, the group has set 
to work on crafting a sci-fi epic 
spanning multiple worlds, each 


Ya ایا‎ де alot mig jet that йз 
"a y 


X 


SUR È 


with its own indigenous races... 
and enemies. The adventure 
currently.clocks in at 30+ 
hours; and includes full-blown 
cinematics and voice acting. 
There's no character creation 
in the single-player game like 
there was in PSO. There's an 
explicit, hero named Ethan, 
‘though, and a large cast of key 
characters he'll interact with 
and have join his party. In battle, 
they make their own decisions, 
and from our hands-on, they 
do a damn fine job of covering 
your back during the real-time 
combat. Also featured in the 
game are twice as many boss 
battles than in PSO, the ability to 
enhance weapons, and a crafting 
system for creating custom Mags 





# SECRET PHANTASIES Do we sensea 
hint of innocent romance here? 





— the little robots that follow you 
around and perform a variety of 
useful functions. 

The multiplayer part of the 
game has a very deep character 
creation system, making it easy 
to concoct some seriously unique 
and memorable avatars. 

Nothing - stats, weapons, 
items, or quests - carries over 
from the offline adventure, so it 
truly is a separate game. 

PC and Xbox 360 gamers can 
play PSU together, but sadly, PS2 
owners will only be able to play 
with other PS2 owners. 

Still, it's the most compelling 
new PS2 online game, with a 
single-plalyer mode anticipated 
by fans of the series for more 
than a decade. RANDY NELSON 
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While Tekken is definitel 
one 3D fighter that's 
closely associated with the world 
of PlayStation, we have to admit 
that, well, we like Virtua Fighter 
alittle more. Don’t get us wrong 
— both are undoubtedly in the upper 
echelon of 3D fighters in general, 
but there's something masterful 
about Virtua Fighter, with its easy- next generation hardware could do 
to-learn, hard-to-master combat to enhance the franchise. Next-gen 
and unforgettable characters. graphics married with the excellent 


Suffice it to say, then, that Virtua Fighter gameplay could make 
we were ecstatic to learn that for a stunning fighting experience 
Virtua Fighter 5 would be gracing — a fantastic combination of style 
the PlayStation 3. We were just and substance. While we didn't 


a... imagining all the possibilities the get a definitive answer as to what 


2 RIVERDANCE АЙ tme 
toughést fighters to måste whufhis ё 


Eme 


^ 


To be Announced 






| Fighting 
‘MULTIPLAYER 
Two-player versus 


To be Announced 


To be Announced 
PUBLISHED BY 
Sega 

MADE BY 





the PS3 version will offer, we did 
at least get a glimmer of what we 
could expect by looking at the 
arcade version of the game. 

As you can see, the arcade game 
looks absolutely awe-inspiring 
running on the Sega Lindbergh 
arcade system board. Interestingly, 
the Sega Lindbergh is remarkably 
Similar to the PlayStation 3 
hardware, though less powerful 
— if the developers are able to make 
it look this good on the arcade 
hardware, we can assume the 
game will look at least as good, if 
not better, on PS3. 


The graphical quality isn't 
the only change to the series, 
though. There are a couple of 
new characters added to the 
fray, which, when added to the 
returning characters from Virtua 
Fighter 4: Evolution, pushes the 
roster to 17 playable fighters. That's 
not a lot, admittedly, especially 
when compared to other games 
in the genre, but Virtua Fighter 























has always been about quality, 

not quantity. The most obvious 
thingthe new characters bring 

to the table are their new fighting 
styles: Eileen with her Monkey 
Kung Fu style, and El Blaze with his 
Lucha Libre style. Neither styles 
are revolutionary additions to the 
genre, but both add a great amount 
of variety to the series specifically. 

One of Virtua Fighter 4s key 
features was the Kumite mode, 
wherein you could move up the 
rankings and unlock various 
accoutrements to adorn your 
character with, and we pray this 
feature makes it into the home 
game. Also, a deep training mode to 
ease new players into the fighting 
mechanics is essential for a series 
with such hardcore fans as this 
one. Since the PS3 will supposedly 
feature an integrated and more 
structured online backbone than 
the PS2, online multiplay is also a 
possible reality. 

By the time you read this, Virtua 
Fighter 5 will have likely just made 
its grand console debut at this 
year's ЕЗ. We'll be back next issue 
to let you know if it was all that we 
expected. JUSTIN CHENG 
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Loco Roco is a game that's 

particularly hard to sum 
up with mere words and pictures. 
It's so much about subtleties – be 
they of atmosphere, graphics, 
physics, sounds, or control - that 
trying to describe what's great 
about the experience of playing 
is a rather impractical task. Alas, 
this is why they pay us the big 
bucks, however, and so we must 
endeavor to do so ("big" meaning 
"fake," that is). 

Before we start, here's one 
thing you should know: this 
is easily one of the most fun, 
original games we've played on 
the PSP to date. 
On a very fundamental level, 

the closest genre approximation 
for Loco Roco would be the 


2D platform game. You guide 
a bouncy, squishy yellow blob 
(the titular "Loco Roco") through 
stylized, flat-shaded levels, using 
its unique abilities - namely, the 
ability to grow by eating fruit, 
as well as breaking into a bunch 
of smaller loco roco in order to 
navigate small spaces. The more 
fruit your blob eats, the bigger it 
gets – and the more points you 
earn at the end of a level. Sounds 
entirely unremarkable, doesn't it? 
Here's the thing: you don't 
control the loco roco directly. 
Rather, you must use the PSP's 
left and right shoulder buttons 
to tilt the game world, causing 
your yellow friend(s) to roll in 
the direction of your choice. 
In order to progress, you'll 
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constantly need to consider your 
environment; gain speed for 
jumps, tilt to find the right angle, 
or crumble your loco roco into 
smaller loco roco to squeeze into 
tight spaces (you then effortlessly 
recombine into your former self). 
That's pretty much it. It's as 
simple as games get in 2006, and 
yet this is exactly why it works 
- broad, punchy gameplay strokes 
that let you concentrate on the 
main goal at hand rather than 
getting caught up in cavernous 
submenus or frustratingly 
complex control schemes. It's 
just the kind of game that will 
appeal to non-gamers of both 
genders. Gorgeous, ridiculously 
cute graphics and easy-to-learn 
controls make the game supremely 
accessible, and the tilting action 


а. 


will make for more physical 
gameplay sessions than is the case 
with your average PSP title. 

While it's a significantly 
different experience from 
Namco's garbage-collecting 
opus, expect the comparisons 
to Katamari Damacy to come 
rolling off the media's tongue 
in the coming months. It's not 
a difficult leap to make: both 
games make use of simple control 
mechanics, whereby the player 
must increase his avatar's girth 
by, well, rolling over lots of stuff. 





Both games also use simple, flat 
color schemes and art styles, and 
the soundtracks for both games 
are both highly original works, 
incorporating the singing abilities 
of small Japanese children... and 
both games involve planets. 

The game was a big hit at 
last year's Tokyo Game Show, 
and has consistently been 
on Sony's (as well as PSM's) 
short list of PSP games to 
watch. Make sure it's on 
yours. EVAN SHAMOON 
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Dragon Ball. Those two 

words combined typically 
yield one of three reactions: 
one, you're perplexed, as the 
combination of the words doesn't 
make sense to you; two, you're 
immediately turned off, as you feel 
the series — for the lack of a better 
word - sucks; or three, you've got 
the Pavlovian response and are 
salivating all over this page right 
now. If you're in the last group, 
this is going to be an exciting year 
for you. If you're in one of the 
other groups, don't leave just yet 
— there's more to these games 
than you might think. 

Yes, that's right: there are going 
to be not one, but two Dragon Ball 
games to keep fans entertained 
this year. While both fall into the 
fighting genre, they take two 
very different approaches. One 
takes the Dragon Ball game as 
we know it and evolves it even 
further, while the other goes off in 
a different direction, but one that 
should be very familiar to longtime 
fighting game fans. 





If there's one thing that Dragon 
Ballhas in excess, it's characters. 
Asthe series progressed from 
the original Dragon Ballto Dragon 
Ball Zto Dragon Ball GT, loads 

of characters were introduced, 
as well as several variations of 
established characters as they 
fused with each other (don't ask). 
Dragon Ball: Budokai Tenkaichi 

2- the sequel to Budokai 
Tenkaichi, itself a spin-off of the 
Budokai series — seeks to jam 

in over 100 of these characters 
into one game. Let's repeat that: 
over 100! If there's a Dragon Ball 
character that isn't in the game, 
he or she probably isn't worth 
your time... or maybe he or she 
might make an appearance in the 
inevitable sequel. 

The combat retains most of 
the features from the first game 
- that is to say, it has all the 
insane fighting action a Dragon 
Ball game should have, combined 
with some RPG-ish elements. 


Super DBZ, on the other hand, 
has a smaller roster of only 18 
characters. While that number 

is substantially smaller than 
Budokai Tenkaichi Zs, this game 
will feature a new combat system 
that's more sophisticated and 
intended for an older audience. 
Keep in mind that the original 
Street Fighter Il, certainly one 

of the best fighting games ever 
made, had only eight playable 
characters. 

Actually, Street Fighter fans 
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moves use traditional Street Fighter Il 
half- and quarter-circle motions; 








































hit by someone's 
back is just plain 
embarrassing. 


E info 


Tenkaichi 2 








notice of Super DBZ, 
velopers are some of 
who helped create the 


per DBZ doesn't have every 
single character from the Dragon 
Ball series, the characters are 
being designed to be much more 
diverse and balanced. 





Viva Variety ^ 

Of course, there's more to each 
game than just their respective 
rosters. Budokai Tenkaichi 2 
boasts some additions and 
tweaks such as real-time, 
in-game transformations, 
improved environmental 
destructibility, а new camera 





2 TV SHOW? Who needs it when 
the game looks this damn good! 







UPER SPECIAL Charge up 


T your Ki to pull off some ridiculous, but 


oli-so-awesome, combos. 


setup, a few mini-games, and 
the ability to team up with two 
other characters and have tag- 
team matches. There's also a 
feature that lets you share your 
custom-stats character using a 
password system. 

Naturally, Super DBZis not 
without its own features. In 
addition to the robust fighting 
mechanics, the game also allows 
you to use the terrain to your 
advantage during combat. For 
those hardcore DBZ fanboys/girls 
out there, you can also unlock a 
new Mecha Frieza, which is, we 
assume, a good thing. 


Double Dragon 

So yes, Dragon Ball fans have 

a lot to be thankful for this year 
with two differing fighting games 
coming down the pipeline; but 
with competition like Naruto: 
Ultimate Ninja also on the 
horizon, there's no telling who'll 
be wearing the anime crown this 
year. JUSTIN CHENG 
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=sp: Ultimate 
Ghosts ‘n Goblins 








Before games went all 

fs 3D and gave us three 
axes to deal with, action games 
either scrolled left to right, up 
and down, or, if you were really 
lucky, diagonally. Over time, 
the notion that moving in three 
dimensions meant three times the 
fun became the norm; that simply 
isn't true. Sadly, this very notion 
almost ensured the fact that 3D 
games would outsell 2D ones on 
home consoles. 

Enter the PSP. Lately, it’s 
become home to some truly great 
games that mix 2D gameplay with 
3D graphics; Exit and Mega Man: 
Powered Up are two examples. 
On the horizon, we have the 
irresistibly quirky Loco Roco and 
one of the most long-awaited 
retro returns ever, Ultimate 
Ghosts ‘n Goblins. 

Playing to the PSP's strengths, 


123000 


this game takes the look of the 
classic series to the proverbial 
“next level,” utilizing 3D graphics, 
but keeping the gameplay on a 2D 
plane. The series' creator, Tokuro 
Fujiwara, has obviously had a lot 
of ideas on his mind for another 
GnGsince the 16-bit era, because 
the laundry list of new features is 








longer than expected. 

Sir Arthur, the seminal 
princess-rescuing knight, has, 
along with the new ability to level- 
up, more forms of shining armor, 
specialized shields, new weapons, 
and new magic. The game world 
itself also offers hidden paths 
to keep you coming back for 
more, as well as screen-filling 
enemies and sinister platforming 
challenges that test your true 
gaming skills. 

Considering that we've been 
seeing more and more 2D/3D 
hybrid games - particularly from 
Capcom - maybe we'll start to 
see а new trend of games actually 
madefor the PSP and its controls. 
RANDY NELSON 
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: HOT PXL 


SHORT ATTENTION 
SPAN THEATER 


As anyone paying attention 

to the decidedly mainstream 
direction in which videogames have 
been heading, it was only a matter 
of time before the hipsters caught 
on and joined the nerd herd. Well, 
folks, that time has, quite officially, 
arrived. Hot on the heels of Getting 
Up: Contents Under Pressure 
— which provided, unquestionably, 
the most street slang per line of 
code ever in a videogame — comes 
Atari's own HOT PXL for PSP. 
If videogames could have faux 
hawks, this would be their pointy- 
headed leader. To paraphrase 
Zoolander's evil Mugatu, "Pixel: it's 
so hot right now!" 





HOT PXL is essentially a 
collection of 200-plus mini-games, 
inthe vein of Nintendo's Wario Ware. 
For those unfamiliar, it'S essentially 
ADD programmed into the form 
of a videogame: the challenges 
come hard and fast, testing your 
two-dimensional prowess and 
giving you little time to breathe 
in between. The scenarios range 
from blasting through an old-school 
Zaxxorrinspired isometric shooter 
(rendered in full eBoy-meets-LEGO 
glory), to "busting ill tricks" on 
various wheeled objects (read: 
skateboards, BMX bikes), to playing 
Breakout on the side of an 8-bit 
building. There's even stage-diving 
at a pixellated concert, for those of 
you who like to stage-dive from the 
comfort of your own sofa. 

But that's not all, folks: by playing 
through the main story mode, you 
can unlock alternate versions of 
the mini-games. Think of them 
as remixes of the originals (wait 
— actually, on second thought, 
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please don't.). You'll also be able 

to create your own iPod-style 
“Smart Playlists,” allowing you to 
set up the selection and order of 
mini-games to your liking. The game 
takes advantage of the PSP's online 
capabilities as well, with the ability 
to download new content through a 
PC/web interface, and promises a 
soundtrack “featuring tracks from 
leading and upcoming electro-pop 
and hip-hop acts.” Coolest kid on 
the block or PSPoseur? Find out 
sooner than you can say “ironic 
moustache.” EVAN SHAMOON 





/.. previews 2 FIRST LOOK E Tony Hawk's Project 8 





É 






esa: Tony Hawk's Project 8 


THE POPULAR SERIES 


MAKES A REAL 
"NEXT-GEN" DEBUT 





Hawk series is back yet 
again for its yearly update, this 
time under the title Tony Hawk's 
Project 8 – a double entendre 
of sorts. Besides being the 
eighth game in the long-running 
franchise, "Project 8" refers to 
the core goal of the game: to 

be one of the eight top amateur 
skaters in the country recruited 
by Hawk for his elite Project 8 
group. To do so, you'll have to 
win competitions and races, 
and impress photographers and 
filmers, much like real amateurs 
must do in real life. 


AVAILABLE 


To be Announced 


EE TYPE 


Extreme Sports 
MULTIPLAYER 

е5 
ONLINE 
To be Announced 
ESRB rating 


Rating Pending 


PUBLISHER 


MADE BY 


Love it or hate it, the Tony 


As we've all come to realize, the 
Tony Hawk games did so much 
right even in the first iteration, 
most of the improvements have 
been negligible (except the 
manual), or even superfluous. 
The team at Neversoft is aware 
of this, and because the controls 
were arguably perfected the first 
time around, are now focusing 
























on creating experiences that 
are more grand and memorable. 
“One of my personal goals for the 
series is to create an even more 
immersive world for the player 
than we have ever had before. 
With the additional horsepower 

of the new machines, | think we 
will be able to create a world that 
really does justice to the culture 

of skating and allows the player 
much more interactivity with both 
the world and the characters 

that exist within the world of the 
game,” says Joel Jewett, President 
of developer Neversoft. 

How will this affect the actual 
gameplay? Think friends: “Picture 
cooperative gameplay with Al 
skaters, where you have to 
distract the cops so that your 
friends can pull off a photo shoot 
ona huge stair set,” continues 
Jewett, “but if the cops catch you, 
you are done, unless you can fight 
your way loose.” 

Oddly enough, experience 
with Neversoft's last game, 
the Wild West shooter Gun, 
helped the team create an open 
environment — first seen in Tony 
Hawk's American Wasteland 
– that's as believable as it is fun. 
"We are well on our way to a 
great implementation of a super 
skateable, fully contiguous, 
spooling game world," boasts 
Jewett. "The lines from each area 
tie really well to those of all the 


a PICTURE PERFECT Again, check the deta 


the grain and folds in the jeans to theg 








Е GENESIS All the game's animations have been made from scratch. 


surrounding areas, making it a 
ton of fun to build gameplay into 
the world.” 

Those who are still trying to 
forget the “next-gen” debut of 
American Wasteland on the Xbox 
360 will be glad to know Project 
815 being natively developed 
for the PS3. That translates into 
better graphics and more complex 
Al; but is that enough to propel 
the series to where we want it? 
According to Jewett, there will 
be an emphasis on making the 







ж HAZE Depth of field makes the 
skaters really pop from the screen. 


game more digestible for the less 
hardcore gamers. “We have found 
that a large part of our user base 
play the game in a much more 
casual fashion. We intend to do a 
lot more to expose everyone to the 
true depth of the game's control 
Scheme and scoring system as we 
go forward." Seeing as how the 
Series never seems to take away 
any gameplay, maybe teaching all 
of us how to play the game again 
is exactly the right place to start. 
KAISER HWANG 


2 FLIP TRICKS..=>arewstaple for 
the series, and always impress. 
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Based on the upcoming movie 

of the incredibly popular book 
series, Eragon will take players 
on a fantastic journey with a 

boy and his dragon. Developed 
by the team that made EA's 
excellent The Lord of the Rings: 
The Two Towers, Eragor's action 
sequences have a nice cinematic 
eel to them - thanks in no 

small part to the involvement 

of the film's production team. 
Considering the experience the 
development team has with 
fantasy movie franchises, looks 
like we're in luck. KAISER HWANG 
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Ask anyone what the best game 
is on the PSP and it's likely that 

a good percentage of them will 
still say Lumines, the addicting 
music-puzzler that made Tetsuya 
Mizuguchi a household name 
(well, almost). Now coming 
courtesy of Buena Vista Games 
via Ubisoft, Lumines Il will... well, 
we're not sure really. Add a third 
color to the mix? Integrate a 
four-player mode? Have different 
shapes other than squares? We'll 
have more details next month, but 
until then, check out this hot new 
background. KAISER HWANG 


MUSIC 
MILKIN' 
What's the 
point in 
having а 
successful 
game 
franchise if 
you can't get 
the most out 
of it? That 
said, expect 
Lumines Plus 
to appear 
onthe PS2 
alongside 
Lumines 

li this fall. 

A mobile 
version for 
phones is 
also in the 
works. 


ai 


To be Announced 


Capcom 





“Resident Evil for kids” is how 
this game was first described 

to us. After playing a bit of the 
game, we'll support that claim. 
Based on the upcoming CG movie 
of the same name, Monster 
House places you in control of 
three characters inside a living, 
uh, monster house. While the 
game is obviously suited for 
slightly younger players, there's a 
surprising amount of creep factor 
in the game - mostly due to the 
haunting soundtrack. Now if only 
the game was released in 3D like 
the movie... KAISER HWANG 


PSP: Ratchet & 
Clank: Size Matters 


ULUE R3] Winter 2007 


Size matters, but not in the way 
you might think. This latest entry 
in the popular series is physically 
smaller than its PS2 brethren, but 
it has just about every feature 
found in the console games - and 
a bit more. Like Daxter, this 
game's been specifically designed 
with the PSP in mind, meaning it 
works fine with just one analog 
Stick, and it takes advantage of 
the ad hoc multiplay that's pretty 
much standard with all PSP 
games these days. JUSTIN CHENG 














Killzone Liberation 


AVAILABLE 
PUBLISHED BY 
MADE BY 


It might not be obvious, but 

this game isn't the simple top- 
down shooter it appears to 

be. Oh, there's tons shooting 
-this is a Killzone game, after all 
- but Liberation is more stealth- 
focused, so you actually have 

to plan your moves rather than 
mindlessly run and gun. While it's 
arguable as to whether or not 
that's truly "liberating" or not, 
this stealth-centric approach 

is probably better suited for a 
handheld like the PSP. At least we 
hope itis... JUSTIN CHENG 
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, Kirah looks alot 
Tike the girl you 
have the hots 
for, Pico. Your 
dog's name is 
Puma, btw. 
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: Gitaroo Man Lives! 


Artist 32675 style is 
absolutely perfect 
for this game, 
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Marvel: Ultimate Alliance is 
pretty much a Marvel zombie’s 
dream come true: a combined 
cast of 140 Marvel characters 

- with both their 616 and Ultimate 
universe costumes - all in one 
game! Granted, they're not all 
playable, but we'll live. So what 
brings all these characters 
together? Well, Dr. Doom has 
assembled a new Masters of Evil, 
and it's up to the superheroes 

to team up and take them down, 
X-Men Legends-style. Sounds 
pretty good to us. JUSTIN CHENG 
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a consistently 
strong series 
(we'll try to forget 
about FFXI), FFXII 
scored a perfect 
40/40 score in 
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magazine, by Ё 
far the most 
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publication in the 
country. Dang. 
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E top the presses! We sent the following 
» four pages to the printer at the last 
possible second to squeeze in Sony's big 
announcements from the E3 Expo - and boy, are 
we glad we did. If you're not already sitting down, 
you might want to consider it. Actually, maybe you'd 
better lie down. Major doozies lie ahead. 


A TALE OF TWO PS3s 

We thought that Microsoft was lame for releasing a 
version of its Xbox 360 without the Hard Drive, but 
Sony went and topped them. The worst part is that 
you can't simply buy accessories to replace many 
of the options left off of the 20GB PS3. 
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as PS3's only 
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The Final PS3 

Launch Details 

You read the headline right: PS3 
will cost you $500. It will launch 
worldwide on November 17th, and 
initially it's only available in black. 

Actually, that $500 will only 
get you a bare-bones version 
of the console - the real deal 
goes for $600. For that you get 
a 60GB hard drive instead of a 
20GB one, Wi-Fi, an HDMI port, a 
chrome PS3 logo and faceplate, 
and slots for Memory Stick, SD, 
and CompactFlash cards. That's 
an awful lot to give up if you can't 
fork out the extra hundred. 

Even the more expensive 
version, however, is missing some 
of the features that Sony initially 
announced for the PS3: the two 
rear USB ports, the two extra 
Ethernet ports, and the second 
HDMI port have all been cut (so 
much for dual-HDTV action). 

We wish that we could give 
this news a silver lining, but 
honestly... we think it stinks. The 
only way this price looks good is 
if you judge it as a Blu-ray player 
and not a games console. We can 
only imagine that Sony was just 
as surprised as we are that it 
couldn't fit its components down 
into a more affordable machine. 
The sudden missing features 
— and full-on pillaging of the 20GB 
version — seem to reflect this. 
We're going to press Sony hard 
with some tough questions, and 
we hope to have those answers 
for you in the very next issue. 





Copycat Controller 

Here's a bit of good news - well, 
unless you're a Nintendo fan. That 
newfangled motion-detecting 
controller Nintendo worked 

up for its new Wii system? 

Sony just flat-out mugged 'em 

for it. Yep, the new, final PS3 
controller design (notice that 

the “boomerang” look has been 
tossed) can detect six degrees of 
motion — basically, up, down, and 
tilting. Unlike the Wii controller, 
however, it cannot sense how 
close it is to the TV. 

Okay, so Sony isn't exactly 
original — at least future PS3 
owners will get a great feature 
packed in at no extra charge. 
There is:a catch, however: Sony 
had to drop the vibration feature 
because it interfered with the 
motion sensor technology. So, no 
more "shock" in your DualShock. 

Sony also "borrowed" the 
analog triggers from the Xbox 
360 pad to replace its L2 and R2 
shoulder buttons, and although 
we haven't confirmed this yet, the 
new "PS logo" button on the front 
looks an awful lot like the 360's 
Guide button. Hmmm... 

Here's one more controller 
tweak that you might miss while 
looking at the photos: the tilting 
action of the analog sticks has 
been broadened to provide your 
thumbs with more sensitive 
control. Also, while the controllers 
are wireless, they can attach to 
the PS3 via a USB cable to charge, 
even while playing. 


E] GO ALL THE WAY with the $600 version and you get it chromed out. 





THE FINAL PS3 
CONTROLLER 
We can finally put that wacky 
“boomerang” design behind 
us once and for all. Check out 
the changes: 





Broader 
analog sticks SJ 









No more 
vibration 


i 


NewL2 USB 
&R2 Charge 
triggers cable plug Player indicator 


lights 


While Sony's lack of originality 
bugs us (c'mon guys, not one new 
idea in this controller that's your 
own?), at least the result should be 
one of the best pads ever produced 
(minus the rumble, that is). 


P Woman 1 @ ron Е со 


EHOW 
Online Questions MUCH 
At the press conference, Sony You GOT 
only briefly touched on the ON YOU? 
ambitious strategy for its PS3- In-game 
focused online network. We now storefronts 
know that, as Microsoft does for will allow you 


Xbox Live, Sony will sell prepaid 
cards packed with points for 
purchasing downloadable content 
(for those of you who don't want 
to use a credit card). 

Sony put up a slide Braa 


to purchase 
downloadable 
game content. 


E3 NEWS FLASH! 


ETEA listing the basic, free 
Services we can expect from its 
network: video chat, friends lists, 
rankings, account management, 
player profiles, voice and text 
messaging, and "the latest info." 
Notice something missing? It's 
worrying that "online multiplayer 
gameplay" isn't on that list. 

Phil Harrison, the President 

of Sony Worldwide Studios, 
confirmed free online gaming 

for PS3 months ago at the 

Game Developer's Conference; 
hopefully Sony hasn't changed its 
mind and decided to charge for it. 
We should have an answer to this 
question next issue. 


The Games 

Finally, the games. This is really 
what it's all about, right? Sony 
showed off a lot of PS3 titles 

at its conference, from both its 
own studios and third-party 
publishers, in playable and video 
form. The lineup looked fairly 
solid overall, but the titles shown 
via video almost always looked 
better than the real-time demos – 
a worrisome note to anyone who 
remembers Sony's faked pre- 
rendered PS3 game trailers from 
last ЕЗ. Still, we wouldn't question 
that PS3-exclusive blockbusters 
like Final Fantasy XIII and Metal 
Gear Solid 4 are going to be 
anything short of spectacular 
when they're done, and CIA 


El RESISTANCE: FALL OF MAN The level that we saw demo 


RESISTANCE: 
FALL OF MAN 
32-player online 

match, anyone? 


\ 


MES RESISTANCE: FALL OF MAN 





ed was packed with intense action. 











E HEAVENLY SWORD This game 
had some very cool attack animations. 





HOT SHOTS GOLF 
The character models 
were the most impressive 
part of this video teaser. 





It's humanity against the alien Chimera. 
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E3 NEWS FLASH! 





EmA titles like Resistance: Fall 
of Мап and Warhawk, while not 
yet mind-blowing at first glance, 
should be great, solid games. 
Having said that, however, 
Sony didn't show us anything 
on PS3 that seemed impossible 
for Xbox 360 to handle. If Sony 
plans to charge $200 more than 
its direct competitor, we'd like 
to see a much bigger jump in 
graphics. With final PS3 kits just 
now reaching developers, games 
should, hopefully, beef up soon. 


Wow, Huh? 

We're still in shock. For us, the 
press conference only ended 

а few hours аро, and we're still 
trying to process all of these 
mega-bombs that Sony just 
dropped on us. In a matter of 
hours we'll get to go hands-on 
with a good number of PS3 
games, and find out much more 
about the thinking behind Sony's 





E EIGHT DAYS This Sony game 
looked hot on video. Fingers crossed... 


EJWARHAWK This was the only game shown using the controller's tilt sensors. 





p і 
Е FINAL FANTASY XIII In the trailer, this girl kicked lots of ass. Опе of PS3's best-looking games. 







E NAUGHTY 
DOG ...unveiled 
its first PS3 game, 
and it ain't Jak. On 
video, it looked like 
a Tomb Raider- 
style adventure, 
with stealth. 


announcements. Next issue, we 
could feel completely different 
about the state of PS3... but, 
right now? We're bewildered, 
stumped, crazy in love with 
Metal Gear Solid 4, shaking our 
heads in disbelief, eager to play 
Resistance and Warhawk, ready 
to strangle Sony execs, and ready 
to put down our PS3 pre-orders... 
with no idea how we'll pay for 
it all. Sony is taking a lot of big 
gambles – will they pay off? 
They've been golden so far... 
Much, much more on PS3 next 
month. CHRIS SLATE 


EJ GRAN TURISMO HD Really just 274 running іп 1080p. 
Kind of “meh,” but the real game has only just been started. 
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A SONY LAUNCH 
WITHOUT RIDGE 
RACER? NEVER! 


N ot a PlayStation launch has 
gone by without Sony's 
lucky charm, Ridge Racer, so it 
should come as no surprise that 
a new version is on the way for 
the PlayStation 3's impending 
November release. What may be 
a bit unexpected is that the game 
won't simply be a port of last 
November's Ridge Racer 6 for 
Xbox 360, but rather a completely 
new chapter in the series. 
Appropriately titled Ridge 
Racer 7, the game is set to look 
even more "next-gen" than its 
predecessor, which should make 
those who skipped the 360 in favor 
of the PS3 very happy. In fact, the 
development team's goal was to 
make people say, “I want a PS3!" 
after seeing the game in action. 
It certainly helps that the team 
started work on Ridge Racer 7 





Е XBOX 360 WHO? These graphics blow past those іп RR6. 


right after they finished 6, giving 
them time to really tool the game 
for Sony's hardware. 
Features include a lengthy 
single-player mode with over 
160 races and detailed car 
customization, which allows 
players to show off their style 
(or lack thereof) when playing 
online. Speaking of online play, the 
game's developers plan to take 
full advantage of the PS3's new 
online features, improving upon 
the already solid Ridge Racer 6 
multiplayer over Xbox Live. There 
was even talk of cooperative play, 
which would be seriously cool. 
With games like Ridge Racer 
7, Lair, and Warhawk on the way 
- all three of which are virtually 
confirmed to be launch titles 
– there's a lot to look forward to as 
we await the PS3. JUSTIN CHENG 


WITH 
A SIDE 
ORDER 


F 
TEKKEN 
Don't forget 
about Tekken, 
the other half 
of Namco's 
classic 
PlayStation 
launch duo. 
Tekken 6 
will also be 
shown on the 
PS3 at E3, 
and if it looks 
anything like 
that Tekken 6 
teaser video 
from last 
year's show, 
minds will be 
blown. 


PRETTY 
ON PS3 Is 
this beautiful 
shot of RR7s 
Reiko for real? 
Guess we'll find 
out at E3... 





PS2 IS NOW 
$129! 


f you're still holding out for 

another price drop before 
taking the PS2 plunge - after 
six years — then we suppose 
your patience has paid off. Sony 
just knocked an extra couple 
Hamiltons off its asking price, 
dropping the PS2 to $129.99. Now 
will you buy one? 

Seriously though, who still 
doesn't have a PS2? Certainly not 
any of our readers. Along with 
the price announcement, Sony 
took the opportunity to update 
us on just how much booty it’s 
kicked. More than 101 million . 
PS2s have shipped worldwide, 
along with a whopping 1 billion 
games. The system leads all other 
game consoles in the U.S. with 
over 5596 of the market, which 
is more than double that of any 
other console currently on sale. 
By lowering the price, 
Sony hopes to move 
those numbers from 
"Holy S---!" territory 
to "Just Plain 
Ridiculous.” 

So, if you know 
someone who's 
always been twenty 
bucks shy of a PS2, 
tell 'em it's finally 
go-time. As an 
added bonus, most 
of the system's best 
games have been 
discounted to $20 by 
now. Old-generation 
gaming for everyone! 
CHRIS SLATE 


























E] CAN ІТ GET ANY 
SMALLER? C'mon 
Sony, now that the PS3 
is nearly here, make a 
palm-sized PS2. 






PlayStation.2 


x 
К, 


wo. Will The "Madden 
== 2 Curse” Strike Again? 


н ж à COVER BEFORE ON THE AFTER 
istory is filled with STAR MADDEN COVER MADDEN 


famous curses: there 











were the Seven Curses - Gained 1,509 yards on EEE ] mE canale ma 
the ground key fumble versus the 
of Egypt, called down by Moses ), * Scored 14 rushing п Ravens in the playoffs 
when'the Pharaoh wouldn't let n c c RUE К н am ү їп the x 
1 ^ * Gaines receiving ional Playoffs after 
his people go. There was the yards losing Super Bowl XXXV 
Curse of Tutankhamen, which * Scored 2 receiving 
touchdowns 


laid low the despoilers of Tut's 
tomb and their families. Today, 
we are haunted by a more 


nefarious curse: the Curse of T - Threw for 3,937 Yards @ + Daunte missed 5 games 
+ 33 Touchdowns E in 2001 
Madden NFL Football. + 16 Interceptions "| - His team missed the 
Every single NFL player to 2 + Ran for 470 yards, > playoffs entirely after 


grace the cover of a Madden ` scoring 7 touchdowns TE it EN NOU 
hampionship in. 

game has suffered a horrible 4 

reversal to his career; and 

what's worse, his team always 

seems to get hit as well. 


This year's victim — uh, - Ran for 1,382 yards, | - Marshall had his least 
honoree - is Shaun Alexander, scoring 12 Touchdowns productive season as a 
v * Gained 765 yards, and ان‎ Ram up to that point 
star ruhning back for the Seattle scored 9 Touchdowns ا‎ + His team missed the 
Seahawks. In his career to date. through the air playoffs after having 
= г Ў made it to Super Bowl 
Shaun has played 96 straight XXXVI 


games and gained 7,817 rushing 
yards scoring 89 touchdowns. 
He's also gained 1,387 receiving 





yards scoring 11 touchdowns. - Threw for 2,936 Yards - Michael missed 11 
Furthermore, he's done all this : . 16 Touchdowns фт їп 2003 d 

" i < 8 Interceptions Ü * His team missed the 
while only fumbling23 times. й + Ran for 777 yards, playoffs after losing 


With this sterling record, we 5 i scoring 8 touchdowns М the Divisional Playoff 
can only imagine what might 112002 
befall Mr. Alexander after 
арреагїпг оп the Madden box. 
On opening day, Shaupis 
out in the flat. HiS harried: QB: 


x = * Ray made 6 PlayStation.2 + Ray had what was 
tosses him a quick pass. Just f interceptions for 99 г 7 critically seen аз ап 
yards and 1 touchdown |S = off year 
before Shaun makes the catchy Л 29 * Forced 2 fumbles «| * His team missed the 
8 passing seagull puts a deposit 4 z + Made 120 tackles with playoffs after losing 


down on the ball, whic causes Al assists ØA Wid Card Playoff in 


the ball to Squirt out of Shaun's 
hands and into the defender's, 
who pulls it ifandiscores. 
Shaun then.cofhes down with 


" Д à y х + Threw for 3,875 Yards Ш < Donovan missed 7 
Bird Fli.and is laid up inthe + 31 Touchdowns жа | games in 2005, due to 
" i Н - 8 Interceptions X knee surgery 
e S. 
hospital for. ight weeks. During - Ran for 220 yards, - His team missed the 
his lengthy héspital stay, Mama = scoring З touchdowns |. ^ playoffs after making it 


McNabb comes:for a visit and > to Super Bowl XXXIX 
spills a hot.bowl of Chunks O' i - 
Chicken soup in his lap: Hey, it 
could happen! BILL DONOHUS 








SUPER 
FIGHT PS3's 
success will 
depend partly 
onif big movies 
like Superman 
Returns appear 
on Blu-ray disc. 
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WILL SONY WIN THE “= 
08058 Е MOVIE WAR? 


PS3 versus Xbox 360? Pfft. The real battle will be Blu-ray versus HD-DVD 


Ithough more attention is 
focused on games when 
talking about the next-generation 
“console war,” the key to winning 

may actually be movies. Sony 

is betting big on its new Blu- 

ray disc format as the eventual 
replacement for DVDs, but Toshiba 
has the same goal in mind for its 
own HD-DVD discs. Consider 

this: if Blu-ray becomes the new 
standard, Sony will get royalties 


from every movie that every 
studio sells. Compared to those 
high stakes, the PS3/Xbox 360 
"console war" seems more like a 
schoolyard tussle. If Blu-ray isn't a 
success, Sony will lose a massive 
investment and find itself with an 
overpriced, under-used disc drive 
stuck inside PS3. 

With that in mind, Sony is 
working hard to make Blu-ray 
discs as appealing as possible. 
According to industry insiders, 
Apple approached Sony about 
putting iPod versions of movies on 
Blu-ray discs, so that customers 
could simply copy flicks over 
to their video iPod at no extra 
charge. Sony hasn't said if this 
will happen, but a move like that 
could be the kind of thing to tilt the 
"movie format war” in its direction. 

Sony's also facing a battle in the 
portable video market. Although 
PSP's UMD movies sold well at 


first, movie studios and retail 
stores are dropping their support, 
big time. Looking for new ways to 
get video onto its handheld, Sony 
has launched an iTunes-like online 
store for PSP movies in Japan. 
No word on an American version 
yet, but such a store would have a 
tough time competing with Apple. 
If the iPod/Blu-ray idea sounds 
good to Sony, then the company 
would be smart to also include 
movies formatted for the PSP. 
The idea of only being asked to 
buy a movie once, and playing it 
on whatever gear you want, could 
really help to make Blu-ray a hit. 
In any event, it's clear that Sony 
wants its game consoles to be 
multimedia machines. If Blu-ray 
loses to HD-DVD - or if people 
are happy to stick with regular 
ol’ DVDs - PS3 will take a huge 
hit, and could suffer a loss in the 
console war, as well. TOM HOLOIEN 
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Ryan 
Payton 
TITLE 
International 
Manager, 
Kojima 
Productions 
WHY YOU 





WHAT HE 
SAYS Since 
directing the. 
Metal Gear 
documentary 
DVD, Metal 
Gear Saga, 
Ryan Payton 
has become 
one of the 
most well- 
known figures 
in the games 
industry, 
producing and 
hosting Kojima 
Productions’ 
weekly 
podcast. 

Next to Hideo 
Kojima himself, 
he's become 
the Metal Gear 
point man in 
the West. 


E BIG BOSS 
«has a completely 
new look in MPO. 








unveiling. Take it away, Ryan! 


March 27 
We have one month before we 
have to send the MPO trailer to 
Konami's Bay Area office. l'm told 
that most studios spend maybe 
one or two weeks on a trailer; at 
Kojima Productions, we started 
preparation back in January. 
Panic mode hasn't set in yet. 
We've got the game running on 
our PSP dev kits, and it looks 
fantastic. The storyboard for the 
trailer is also complete, meaning 
that the only thing we've got right 
now is 20 pages of sketches. 


March 30 

MPO producer Noriaki Okamura 
and | are heading to Australia 
today for a whirlwind business 
trip. We'll end up spending more 
time in transit than enjoying the 
Australian scenery, but there 

are more important concerns at 
hand: getting Ashley Wood [artist 





Metal Gear Solid: Portable Ops 


DEVELOPMENT 
DIARY PART | 


s your brain still working after all that Metal Gear goodness at the 
front of the magazine? Well then, we've got another special treat for 
MGS fans. Kojima Productions’ international manager, Ryan Payton, has 
opened up his personal MPO development diary to give us a behind-the- 
scenes peek at the hectic month leading up to the game's worldwide 


on the MGS comics – Ed.] all the 
top-secret MPO info he needs to 
contribute his amazing art to the 
game. The eight-hour meeting 
began in Perth's beautiful King's 
Park overlooking the river. Mr. 
Okamura and | first explained 
how MPO fits into the Metal Gear 
Solid universe and showed Ash 
some prototype images. We then 
got to the bad news – if he takes 
the gig, he's only got two weeks 
to produce an abundance of art 
that would normally take months 
to create. The meeting wrapped 
up at the Observation City hotel 
where we proudly showed Ash a 
near-final version of Metal Gear 
Solid: Digital Graphic Novel. 


April 7 

Almost immediately after we 
returned from Australia, Ashley 
was uploading MPO art onto the 
FTP. He is fast! We didn't waste 
any time either, as we started to 
put the artwork into motion. We 
began work on the first scene, 
and by April 7 we started to see 
the scene come together. 


April 10 

With exactly one month to go 
before ЕЗ, we started recording 
gameplay footage for the trailer. 
The team spent seven days 
recording footage. By the end of 









the editing process, every day's 
worth of recording yielded only a 
few seconds of gameplay footage 
that made it into the trailer. 
Multiplayer scenes were the 
hardest to capture on film. We 
performed the same scenes over 
and over again until we finally 
had something that captured the 
essence of MPO multiplayer. 


April 12 

We went into the studio to 
record the voice-overs for all 
the characters except Snake, 
who recorded two weeks earlier 
during the MGS4 session. Without 
a doubt, the actor who voiced 
Snake's rival (a character yet 

to be revealed) really nailed his 
diatribe about patriotism and 
loyalty. I'm told he has extensive 
experience working in Japanese 
anime movies. 


April 18 

Ashley Wood sends in his final art 
piece for the MPO trailer. Ash was 
curious what the team thought 

of his take on the MPO world, 

so | wandered over to the MPO 
development stronghold to find 
Yoji Shinkawa and Okamura, the 
game's producer, huddled around 
a computer monitor checking out 
all of Ash's recent work. "He's 
damn good,” Shinkawa says. 








April 19 
All of the Ashley footage is edited 
and ready for the trailer. The 
scenes really look great in motion, 
especially Snake's confrontation 
with a Gatling gun-wielding enemy 
(sorry, we can't reveal his name 
just yet!). 

When work on MPO began late 
last year, there was initial talk 
of doing all-new polygon demo 
scenes for the game. But then 
the team started seeing the Metal 
Gear Solid: Digital Graphic Novel 
in motion and it became clear 
that this new approach to game 
cinematics would work perfectly 
for MPO. 


April 20 

Acollection of screenshots 
comes in from the MPO team. | 
check them out with our domestic 
publicity girl. "Metal Gear fans are 
going to be so pumped when they 
see these," we say to each other. 
Before we can start prepping 
them for distribution to Konami 
PR people in America and Europe, 
they require final approval from 
Big Boss himself. 

Later in the day, Mr. Kojima 
walks over to our desks and 
gazes at the new screens, 
crossing out the ones that will 
never see release. We wind up 
with a healthy amount of new 
Screens and begin selecting 
PSM's exclusive shots, keeping 
in mind all the hardcore Metal 
Gear readers they have. By this 
time, it's late into the evening 
and | think about heading home. 

I start to shut down my PC when 

| recall getting an email earlier 
that day about PSM's Chris and 
Randy threatening to personally 
fly to Japan, infiltrate Kojima 
Productions, and take the damn 
screens themselves if | don't send 
them off within 24 hours! 


April 21 

Five days from the trailer's 
deadline and a good looking 
version of the video comes in. 

| finally get to see the animated 
text in place (“Full-Blown Single 
Player!”). It was then when 

| noticed that there was an 


i" missing from the spelling 


of Battlefield ("Explore New 
Battlefelds!"). | run over to 
Okamura's desk and tell him the 
bad news. We are only days away 
from shipping the trailer and 
there is already enough on his 
plate, but the typo is corrected by 
the end of day, saving my career 
in the process! 


April 22 

Today was the last day that | 
could do any more tweaking 

of the trailer's subtitles. Like | 

do with all scripts, | sneak into 
our recording studio (where we 
record our podcast every week) 
to read out loud the script one 
last time before inserting it into 
the trailer. With all the other 
craziness of ЕЗ prep, it wasn't 
until 3 A.M. when | had time to 
get into the studio. | flicked on 
the lights and rudely awoke our 
sound team who were laid out in 
their sleeping bags after a full day 
of nonstop sound mixing for the 
MPOtrailer. | turned off the lights 
and ran off before anybody could 
notice it was that insensitive 
American, Ryan! 

Earlier that night, the sound 
team thought they might have a 
final mix of the MPOtrailer ready, 
but before that mix could go 
into the trailer, it required a last 
check by Kojima Productions’ 
sound director, Sotaro Tojima. 
Now, anybody who listens to 
the Japanese podcast or saw 
our MGS4 Passport video series 
knows that Mr. Tojima is an 
extremely nice guy. That is, until 
he's checking your audio work. 

Tojima pulls off the headphones 
after listening to the mix and 
delivers the bad news. 

“Sorry, guys. Your work isn't 
done. The rocket effects are 
still off, the M4 effects need 
tweaking..." and he went on to 
give the team a list of things to fix 
by Monday morning. 





E JUST 
BECAUSE 
April 25 THE PSP 
Our secretary drops off my ticket SCREEN'S 
to San Francisco. That's right, SMALL 
the deadline for the MPO trailer »..doesn't mean 
is so tight that l'm assigned to the action is 
hand-carry it to our offices in San any less intense 
Francisco for final conversion compared to 
- we couldn't afford losing two the console 
extra days of work by sending games. 


the tape over DHL. Ken Imaizumi 
would do the same thing the next 
week for the new MGS4 trailer. 

Our video guy, "Tak," drops the 
digital beta tape in my lap and 
slaps me on the back. "Gambare," 
("good luck") he says. 


April 26 
With the MPO trailer in hand, | hop 
onto my direct ANA flight to SFO. 
The folks at our San Francisco 
offices are desperately awaiting 
the arrival of the trailer, and | hear 
that the PSM guys will be at the 
office, too - they will be among 
the first ever to view the trailer. 
This is where I'll wrap up this 
development diary. l'm one hour 
from arrival to SFO, and I'm 
exhausted. It's been a whirlwind 
schedule to get MPO out on time, 
and work on MGS4 still remains. 
The team is confident that we're 
going to make a big splash at E3, 
though. | write this final entry 
tired, but with a lot of anticipation 
for May 10 when the world can 
see what the Kojima Productions 
team worked so hard on. 
RYAN PAYTON 


& METAL GEAR FANS ARE GOING 
TO BE SO PUMPED WHEN 
THEY SEE THIS 2% - Ryan Payton 














A NTRAL © JULY © All About Grand Theft Auto 


GTA CENTRAL 


Pimp Your GTA 


GET THE MOST OUT OF LIBERTY CITY STORIES 
WITH THESE CRAZY PSP DOWNLOADS 


eall know GTA: Liberty City 

Stories isn't quite the robust 
GTA experience that we're used to 
on the PS2, but it's very impressive 
for a PSP game - and now it's even 
more so, thanks to homebrew 
programmer Edison Carter. 

Carter has made a program 
called CheatDevice (available at 
www.maxbot.com), which allows 
you to customize your PSP copy 
of LCS, giving you helicopters, 
flying cars, motorcycles that 
can drive on walls, and crazier 
modifications, like changing the 
water level to make Liberty City 
look like Waterworld. As Carter 
explains on the website, the 
program works by simply putting 


CAREFUL Are you gonna tell 
her she's not welcome on PS2? 





0 0 ism. Garriesradais com 


itin a folder on your Memory 
Stick, then loading it up like you 
would a saved game. 

For those who want to tweak 
the game even further, you can 
use the CheatSync program 
(available at www.cheatsync. 
net), which also uses Carter's 
CheatDevice, to get even more 
cheats and customizations like 
"Pimp My Garage." As the name 
suggests, Pimp My Garage allows 
you to choose the type and color 
of a vehicle, then place it inside 
one of the three garages in the 
game. All you have to do is visit 





EI BREAK THE RULES PSP'S "CheatDevice" download 


lets you do anything... well, almost. 


Unfortunately, there are a 


few caveats. First, the cheats The PS2 
could crash your game - not Liberty City 
permanently, presumably, but you Stories hits 
should back up your saves just in on June 
case. Also, these programs only 6, 2006 
work on PSP firmware versions — or, 6/6/06. 
2.0, 2.01, 2.5, and 2.6. So, if you Rockstar 
ran the recent 2.7 upgrade, you're assured us 
out of luck. JUSTIN CHENG they aren't 





the site, make your choices, and 
get some code spit out that you 
can use with CheatSync. 


trying to bring 
about the End 
of Days. 


Fk POINT/COUNTERPOINT: 


SHOULD LIBERTY CITY STORIES 
HAVE BEEN PORTED TO PS2? 


Some fans say no, others say yes - PSM argues both sides 


PES NO! 
3 I: Liberty City Stories on PSP took a 


step backwards for the franchise, 
removing a lot of features like swimming 
and flying planes, and ditching the 
Hollywood voice talent that's become a 
signature of the series. Plus, the game is 
Shorter than its PS2 siblings. Most of these 
drawbacks were acceptable on the PSP 
because we don't expect as much from a 
handheld, and because they were offset 
by new multiplayer modes and custom 
soundtracks. Unfortunately, the PS2 port 
drops the new stuff while keeping all of the. 
problems. This makes LCS on PS2 an even 
more stripped down port of an already 
stripped down game. JUSTIN CHENG 


g YES! 
ү] | | So what if Liberty City Stories isn't 


as full-featured as the PS2's other 
GTA titles? It was never meant to be. It 
would be different if Rockstar charged 
full price for the game, but it's only $20. 
Now, the huge number of GTA fans that 
don't have a PSP can finally play the game. 
After all, it would kind of stink if those 
loyal, longtime fans were forced to buy a 
new $200 handheld or else miss out on a 
new GTA. Of course, I'd always rather see 
brand-new games than recycled ones, but 
all we're really talking about here is giving 
more people a chance to play a good 
game. Nobody gets hurt, and everyone's a 
winner. CHRIS SLATE 





game Weezy 


We understand. 





TIME TO TRADE? oe ag 


That's why we've created the ultimate neighborhood TRY BEFORE YOU BUY 

gaming store where you can trade in and trade up! ONLY GAME CRAZY LETS YOU 
PLAY BEFORE YOU PAY 
LARGEST SELECTION 


OF NEW, USED AND CLASSIC 
Hit «шае for a store near you. GAMES AND CONSOLES 


GUIDE 


The big stories that everyone should keep 
an eye on at this year’s show 


hat's the most exciting 

time of the year? If you're 
a gamer, it's a no-brainer: the 
beginning of May. That's when 
Sony, Nintendo, Microsoft, and 
every game publisher from 
across the globe meet in Los 
Angeles for three straight days 
of pure gaming heaven. It's called 
the Electronic Entertainment 
Expo (ЕЗ), and this year, it's 
primed to explode. 





Last year, Microsoft hogged the 
spotlight with the unveiling of the 
Xbox 360. Sony held its own with 
an early PS3 tease, but this time 
they're ready to go all out against 
the competition. Throw in that 
crazy new controller from the 
House of Mario, and the stage is 
set for a full-blown console war. 

At press time, the show is still 
a week away. Since our August 
issue (with our full E3 report) 





won't hit until a month after the 
big show, we've put together this 
guide so that you'll know what to 
watch for while sifting through 
the thousands of E3 game 
Screens and news blurbs online. 
These are the big questions going 
into the show, and the answers 
will determine the big winners, 
the big losers, and shape our 
hobby for the year ahead. 


At the last E3, Sony stole a lot of 
thunder from the Xbox 360 with 
too-good-to-be-true videos of 





early PS3 games. In the months 
that followed, most of the footage 
was proven to be pre-rendered 
target videos illustrating the 
quality that the game makers 
hope їо achieve. Will the real PS3 
games live up to the hype, or will 
players feel betrayed by bait and 
switch tactics? ` 

Sony is also in the tough spot of 
having to clearly show the “PS3 
difference." They've dismissed the 
360 in the past, saying that the 
"true" next generation of gaming 
starts with their own system. 
The buzz from game publishers, 
however, is that PS3 and 360 
versions of their games will look 
nearly identical. Will Sony justify 
the longer wait — and likely higher 
price — for its console? 


So far, all Sony has stated is 
that the PS3 will ship in early 
November, with a price that will 
be at leastthe equivalent of about 
$425. If Sony can't offer more 
specific details with under six 
months to go until launch, that 
could spell trouble. They need to 
cool off the constant speculation 
about more delays, and if the PS3 
will price itself out of reach. 
Along those lines, will we see 
strong early software support 
for PS3, or just a smattering 
of games? What kind of shape 
will Sony's new Xbox Live-style 
online service be in at launch? 
Remember that, with PS2, Sony 
made a lot of big online promises 
early that either never happened 
or took years to come about. 


We've had a year to get used to 
the idea of a boomerang-shaped 
controller, and мете still just 

as worried. Will it feel good in 
the hands? What, if any, hidden 


features will it have? Will it still 
be shaped like that? If you don't 
already realize how important a 
great controller is to the success 
of anew console, check out our 
feature on page 74. 


Xbox 360 should showcase an 
amazing next wave of games 

like Gears of War, Too Human, 
and Mass Effect, and we'll be 
shocked if they don't throw in a 
Halo 3 teaser trailer. Nintendo is 
likely to bring out games starring 
nearly every one of its popular 
characters. Will Sony have a true 
triple-A title to hang its hat on this 
early in the PS3's life? 

For that matter, will it have 
along list of quality exclusive 
games, or will almost every 
title also appear on 360? Again, 
Sony needs to show that "PS3 
difference" it's been hyping up. 


As exciting as the PS3 is, nobody 
owns one yet, and it will be a long, 
long time before more people 
are playing it than the PS2. God 
of War Il is sure to be amazing 
when it hits next February, but 
hopefully that won't be the only 
big title to look forward to for the 
system. E3 should tell us if the 
PS2 is still alive and kicking, or if 
it's already being put to rest. 

The show will also be critical 
for the PSP. With slumping UMD 
support from movie studios 
and retailers, Sony has to really 
deliver the games to keep its 
portable going strong. Added 
functionality is cool, but it will 
take a lot more than GPS and 
camera add-ons to keep handheld 
gamers happy. The PSP is a 
system that still seems in search 
of an identity — hopefully, it will 
finally find one at the show. 


THREE STRAIGHT DAYS 
OF PURE GAMING 


HEAVEN E 





Either Microsoft or Nintendo 

could be the wildcard this year. 
Obviously, Nintendo's Revolution 
(I'm not going to call it "Wii") has 

a tremendous amount of interest 
going into the show, but Xbox 

360 could stand strong with a 
spectacular group of second- 
generation games. Will Nintendo's 
wacky new controller make us 
want to toss our old pads into the 
trash, or will it be more confusing 
and cumbersome than refreshing? 
Will its lesser graphics capability 
matter? Most experts would bet 
that the PS3 will come out on top 
at E3 (and in the long run), but a 
stumble against the competition 
here could mean major momentum 
for Sony’s enemies. 





Microsoft set the lofty goal of 
reaching a billion people with 360 
and Xbox Live, and Nintendo has 
practically built its new system 
around the hope of getting non- 
gamers to play games. Sony has e 
talked passionately of a virtual 

“cyber city,” the result of a world 

of networked PS3s bringing people 

together from all walks of life. It's 

clear that all three companies are 

desperately searching for ways to 

expand to newer, bigger audiences 

— who will get it right? The answer 

could determine who will win the 

next console war. 


Finally, what singular game, event 

or announcement will generate 

the most buzz coming out of the 

show? Who will own that magical, 

defining moment that this year's E3 At E3 200€ 
will be remembered for? Microsoft 4 
could have a horrible show, but stories 
still grab the most attention with a 

Halo 3trailer. Nintendo's Revolution d 
seems like another good bet to 3 
get the most people talking. Can 

Sony drop any bombs of a similar 
magnitude? Even if the answer is 

no, a spasm-inducing Metal Gear 

Solid 4trailer may just carry the 

day. CHRIS SLATE 








FEATURE + CONTROLLERS 


As the news of Sony's final PlayStation 3 pad sinks in, let's 
talk about same controllers — how they've evolved, where : 
they're going, and what they mean to great gaming 











THE WORLD AT 
YOUR FINGERTIPS 


: WHAT'S IT TAKE TO MAKE A GREAT CONTROLLER? 


Logitech's Ruben Mookerjee offered these points as the most important aspects of making a great controller: 


FINGERTIP CONTROL PERFECT BALANCE DON'T SKIMP 

For serious players, if The lighter you make Quality of materials goes without saying. 
you're making a "weapon" the controller, the more With the first generation of our cordless 
rather than a toy, then important balance is products, we went with what looks like a 





"fingertip" control is going to be because fairly conservative plastic. We spent a lot of 
essential. It's about making moving the battery time looking at the texturing so that it would 
the thing compact. The PS2 backwards or forwards not scratch easily, it would have a pleasant 
DualShock 2 controller's by a millimeter can have appearance, it wouldn't slip in the fingertips, 
ergonomics are actually a huge effect on the and it's hard-wearing, because we're expecting 
pretty close to ideal. comfort of the product. these products to have a pretty hard life. 
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Building a Better Game Pad 


For the kind of expert insight that you won't find anywhere else, we spoke with Logitech's 








Director of Product Marketing, Ruben Mookerjee. Logitech is the best third-party 
controller company by far, with products like the Cordless Action Controller (PSM's 
favorite PS2 pad) and the standard-setting Gran Turismo steering wheel. 





Rune 
Mookerjee 
LOGITECH 


PSM: What are the keys to making 
areally good controller? 

RUBEN: We absolutely agonize 
over the controllers; you 
wouldn't believe how many 
discussions and arguments and 
fistfights break out. It's a very 
personal experience; trying to 
design something that appeals 
to everyone runs the risk of 
upsetting everyone. So, we try 
to choose who we're designing 
for and try to hit the mark. Some 
people have got big hands, 

for example, and they find our 
controllers a bit small. That's just 
the way it goes, y’know, until the 
market stabilizes to the point 
where we can come out with 
controllers in different sizes, we 
just have to pick an ergonomic 
sweet spot and try to hit most of 
the people most of the time. 

Early PC controllers, and 
the original pre-S-type Xbox 
controller, tended to be from the 
"handlebar" school of design, 
where your palms are wrapped 
around something. The original 
PlayStation controller and the 
DualShock 2 controller are more 
what we would call “fingertip” 
controllers; you tend to cradle 
them in your fingertips rather 
than grab onto them. It feels more 
nimble, and you feel that you can 
respond faster to things that are 
going on because you're moving 
your fingers rather than changing 
your grip. The motors, as well... 
you want to create this vibration 
effect but you don't want it to 
be distracting — you don't want 
this cell phone-type buzz in your 
hand which is just imitated, you 
want something with a sense of 
involvement in the game. 

When we come up with new 
designs, we pass them around the 
office, take a few home, and we 
come back and have an argument 
about which one was best. So 
we're fully aware that designs 
polarize people. 


PSM: Which aspects of making a 
really good controller are most 
often overlooked? 

RUBEN: | think it's the little things 
like balance and so on. | could go 
into Wal-Mart and buy myself a 
cordless controller, but there's a 
good chance that the technology 
that's built into it isn't that great. 
So, while it might perform fine if 
I'm on my own, if I've got three 
friends around and all four of us 
are banging away on controllers, 
we might start getting dropouts. 
Sometimes you get controllers 
that feel very plastic-y; they're 
built to a price, and the materials 
are designed to look good when 
they're hanging on the shelf, but 
they don't feel so good when 
they're in the fingers. Even that 
doesn't annoy me as much as 
balance. If the controller is, even 
slightly, trying to tip itself forward, 
you spend your whole time trying 
to subliminally correct it with your 
fingers, and you never quite get 
comfortable with it. 


PSM: Looking back at past first- 
party controllers, which ones 
stand out in your mind? Which. 
ones do you really respect or think 
were the best? 

RUBEN: | suppose that, as much 
as Sony and Microsoft would hate 
to admit it, the basic model for 

a game pad goes back to those 
first-generation consoles, to 
Nintendo's NES era. That's initially 
what everything is derived from 



















€ THE GOLD 
STANDARD 
Logitech's Gran 
Turismo wheel 
can't be beat. 


— even adding vibrations and the 
joysticks, today's controllers are 
really just extensions of that basic 
control language. 

The very first PlayStation 
controller, | really felt that it was 
anattractive object to hold in the 
hands, and the DualShock has not 
changed much from that original 
design. | think they pretty much 
got it smack-on. 


PSM: How do you see standard 
controllers changing in the future? 
Any basics that need addressing? 
RUBEN: It's a very interesting 
question; it's something we've 
been asking ourselves quite a 

lot because we're trying to think 
18, 24 months out. I think it's a 
bigger question than just how the 
controllers look; it's how does the 
interface for a game look. It's a 
self-fulfilling prophecy that games 
will be designed and optimized 
around the current controllers, 
and the controllers are optimized 
around the games, so the two sort 
of follow each other. 

It really depends on the games. 
Whena game with the sort of 
stickiness of a Metal Gear Solid or 
a Quake or a Half-Life comes out, 
andit's based around a different 
type of control format, that's 
the point that will spur a very 
different type of design. It’s when 
gameplay calls for a different type 
of controller that we'll see some 
pretty innovative things to try to 
solve those problems. 


+ PSM'S 
TOP PICK 
Wireless, 
comfy, and 
all-around 
fantastic. 





FEATURE + CONTROLLERS 







The Reigning Champ 





will work 
best with 
t next-gen 
games? 
Many gamers consider the 

Xbox 360 pad to be the current 

best controller. How did you 

approach making it? 

Don Coyner 
What's a thankless 


What's your opinion of the 
PS2 DualShock 2 controller? 


challenge that must be overcome 
in making a great controller? 


Can you name any past 
first-party controllers that have 
stood out to you? 


Atari 2600 [NES ESS Î Sega Master System 


For many old- 
school gamers, 
this one is 

“The Original.” 
Perhaps the most 
uncomfortable 
controller ever 
made, but it didn't 
have any serious 
competition. 

Its one-button, 
one-joystick 
configuration 
reflected the simple 
arcade games of 
the time. 


с 


It brought the 
arcade joystick 
home. 


Despite bad 
ergonomics and 

an incredibly 

basic layout by 
today's standards, 
the NES pad was 
revolutionary at the 
time. This replaced 
the classic joystick 
with the first-ever 
d-pad for a home 
console, changing 
games forever. 


A 


The first console 
controller ever to 
use a d-pad. 
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Just like the 

Sega Master 
System itself, the 
controller was a 
simple knockoff 
of what Nintendo 
did with its NES. 
Still, compared 

to Nintendo's 

pad, Sega's was 
decent enough. The 
buttons were a bit 
mushy, though. 


None 





Sega Genesis 


A cheap, hollow- 
plastic feel; a 

big, bulky d-pad, 
buttons, and body; 
and a three-button 
layout not ideal for 
anything. This was 
poor competition 
for the excellent 
Super NES pad. 


e:D 


The first pad with 
only three action 
buttons. 


Other than being 
the only standard 
console pad with 
rapid fire built right 
in, it's mostly just 
a plain copy of 
the NES pad with 
nothing special 
going for it. A 
better fit and feel 
than its Genesis 
competition, 
though. 


с 


The first pad with 
built-in rapid fire 
switches. 


TurboGraphx-16 


The true next 

step in Nintendo's 
original NES design, 
this controller 
topped all others in 
the 16-bit era with 
a rounded, more 
comfortable grip, 
four face buttons, 
and the first-ever 
shoulder buttons. A 
solid step forward 
for its day. 


A 


First control pad 
with four face 
buttons; also the 
first to incorporate 
shoulder buttons, 


The d-pad on this 
thing was horrible; 
you had to loosen 
screws on the back 
of the controller just 
to make Samurai 
Shodown and Super 
Street Fighter Il 
playable. And only 
including three face 
buttons two years 
after the Super NES 
pad? Tsk, tsk. 


D 


You could daisy 
chain multiple 
300 controllers 
together, and 
plug headphones 
directly into them. 





Is it a controller 

or a keyboard? 
Created with 
seemingly no focus 
on any particular 
type of gameplay, 
this pad actually 
made it harder to 
play games. It will 
share the same sad 
fate as the Jaguar 
itself: unloved and 
forgotten. 


Е 


It incorporated 

a keypad which 
worked with unique 
overlay sheets for 
each game. 











The Saturn pad 
was a fantastic 
controller for 2D 
games, but at the 
time, Sony was 
moving gaming full 
speed ahead into 
3D with PlayStation. 
The pad, like the 
Saturn console 
itself, unfortunately 
came about at the 
wrong time. 


The only standard 
controller to ever 
have six regular 
face buttons. 








Basically a Super 
NES pad in a more 
dangerous-looking 
shape, the original 
PlayStation 
controller wasn't 
very original, 

but it did the job 
just fine (despite 
its somewhat 
confusing switch of 
button letters for 
geometric shapes). 


The first dual- 
vibration and 
dual-analog stick 
configuration 
appeared in a later 
version. 


What are your thoughts on 
PS3’s "Boomerang" controller? 





: Where do you see the 
future of controllers going? 
Do you think that the general 
DualShock/360 set up will 





The first standard 
controller to include 
an analog stick, but 
there's more wrong 
with it than right. It 
looks like it should 
say "Fisher-Price" 
on it, its Memory 
Pak slot went 
mostly unused, and 
the yellow C buttons 
were a clunky 

first step towards 

a second analog 
Stick. Any controller 
that comes with 
diagrams showing 
how to hold it has a 
problem. 


:С 
The first major 
controller with an 
analog stick and 
a trigger; first 
vibration with the 
Rumble Pak. 


PlayStation 2 Nintendo Gamecube Xo EE) 


An evolution 

of the analog 
Saturn controller 
Sega made just 

for NIGHTS, 

the Dreamcast 
controller shares 
the massive size of 
the former. Not a 
bad first-generation | 
analog pad, but it 
lacked the extra 
functionality of its 
competitors. Kudos 
for trying the VMU 
"screen-in-the- 
controller" idea, 
but it never went 
anywhere. 


e:C 








It incorporated an 
LCD screen via the 
removable VMU, 
and introduced 
analog triggers. 


continue to be enough? 


The DualShock 

2 is the de-facto 
standard controller 
for modern gaming. 
Dual analog sticks, 
dual vibration 
motors, L3 and 

R3 buttons, and 

a great grip. It's 
too bad that most 
games never took 
advantage of the 
pressure-sensitive 
action buttons. 


е:А 


It introduced 
pressure-sensitive 
action buttons. 








Probably Nintendo's 
best overall 
controller to date, 
but ironically, its 
least innovative. 
The odd button 
shapes make it 
easier for your 
fingers to feel their 
way around, but 
the Z trigger never 
offered much. 
Neither did the new 
shoulder triggers 
that clicked when 
pressed all the 
way in. 


B 





houlder buttons 
that click. A later 
version, dubbed the 
Wavebird, was the 
first major wireless 
controller. 


Nicknamed "The 
Duke" due to its 
bigger-than-life 
John Wayne 
machismo, the 
original Xbox 
controller was way 
too big for most 
hands. While the 
analog triggers 
were nice, the 
slanted action 
buttons weren't a 
good fit, and neither 
were the tiny black 
and white buttons. 
Thankfully, the 
retooled Controller 
S quickly took its 
place. 


e: D 


Other than its 
record-breaking 
heft, it only 
introduced a break- 
away safety cable. 


Is it possible in a 
DualShock-style 
controller? 


LOGITECH: 
“It's definitely 
possible. We'd 
probably be 
talking about 

a $100 game 
pad. It would 
get cheaper 
over time, but 
it would need a 
compelling game 
to go with it.” 


MICROSOFT: 
"It's certainly 
cool with the 
Sidewinder 
joystick. | 
wouldn't be 
surprised, but it's 
going to take a lot 
of work." 


box 360 


It's amazing how 
much Microsoft 
learned in just one 
console generation. 
The 360 controller 
is easily one of 

the best ever, 

with a slick look, 
comfortable grip, 
and wireless 
connection. The mix 
of both triggers and 
"bumper" buttons 
on the shoulders 
sweeten the mix. 


ade: A 


The "Guide" button 
gives instant 

access to the 360 
operating system. 
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THE GAMES 


, plus a 
sneak peek at the next 
THE GEAR aAccesso 
Tried-and-tested PSP accessories that орому es 
every player Pads Моге] 
MOVIES 
We pick the ; 


with on how to best use your PSP 
to view movies, trailers, podcasts and more 


HOW-TO GUIDES 


out of your PSP: power 
internet browsing, where to find the best 
, and much more! 


JULY 18th! 
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Gradius 
Collection 


Hitman: 
Blood Money 


Legend of 
Heroes Il 


Lemmings 


One Piece: 
Pirates’ Carnival 


Rogue Trooper 


Street Fighter 
Alpha Anthology 


Tomb Raider: 
Legend 


The List of Recent 
Best Games 


Hardware 


HITMAN: 
BLOOD 
MONEY .. 






MR 
4 
Ч nthology 


How We Review 
Nobody knows PlayStation games 

like PSM - our experts have reviewed 
every one of them for the past 10 years. 
PSM SCORE PSM SCORE To help you quickly separate the best 
from the rest, we spotlight our “Best of 
the Month" titles with feature coverage. 
Big review or small, we play every 
game through to the end to give you 


LEGENDARY OUTSTANDING GREAT GooD OKAY RISKY FOUR AND BELOW the most accurate analysis. Finally, our 
А masterpiece Опе of the best ‘As good as you A fun game An average Evenfansofthe Games in this tier range from bad to absolutely worthless. They're ева ое yow guarania 
we'll remember for games you'll play can normally that's well experlence In  series/genre really not worth your time, and definitely not worth your money. а скога araritinfiuenced by 
years to come. all year. expect — buy it! worth playing. every way. should beware. Anything below a three isn't worth renting, even for laughs. any corporate bias, We appreciate your 


trust, and we'll never steer you wrong. 











IME 57 


=: Hitman: Blood Money 3 & DECISIONS 


So many nasty ways 


CREATIVE " wie 
PLAYERS 
CAN MAKE 
KILLING 


+ Let's face it: there's something 
PSM SCORE very cool about assassins, 


something that makes us want to watch 
them on the big screen and play them in 
videogames. Eidos' Hitman series has 
always done a good job of putting the 
player in the shoes of an assassin, and 
has earned a loyal following. However, 
the games have always suffered from 
some flaws that kept it from being 























Eidos’ latest 


Hitmanis truly outstanding. With Blood Money, 
the bestin Incl " " 
the series. the fourth offering in the series, Eidos 
Offering the makes some big changes to fix these 


same unique ii 
РАА flaws, and the end result is а game that 
with some is definitely 


cool new 
features, the best 
Blood Money Hitman yet. 
will keep series 
veterans and 
newcomers all 
coming back 
for more. 





A RARE 
MOMENT 

It's not often 
that you'll run 
around being this 
conspicuous. 





com 





# TAKE THE SHOT! Switch to first-person aiming 


and improve your accuracy... if you dare. 








Ж SPOILER ALERT? 
There is nothing being implied 
here. Nothing, nothing at all. 


метте, Ш THE REAL BEAUTY |S NOT 
previous games n the ser THE STORY ITSELF, BUT THE 


previous games in the series, 


ace. PRESENTATION UI 
to the rest of the game to provide 





a whole new experience. For 
instance, you now earn money 
for each successful hit you make, 
and get bonus cash for doing so 
without being seen. Conversely, 
you will be charged money if you 
leave lots of bodies to clean up 
or weapons to be picked up. The 
money you earn can be used for 
a variety of things, most notably 
buying upgrades for your favorite 
weapons and equipment to make 
your job easier. 

Also new is the concept of 
"notoriety," whereby people will 
start to recognize you if you leave 
witnesses or video evidence of 
your presence. You can lower 


your notoriety by paying off 
witnesses or police, or even 
assuming a new identity, but 
you can only use these options a 
limited number of times. They are 
expensive, so the stealthier you 
are, the better off you'll be. 
Missions themselves are more 
balanced as well, as the improved 
Al is more forgiving for the little 
things (like running past guards 
instead of walking), though it 
will come down hard if you are 
caught. Using a split screen, 
the game will now tell you when 
somebody finds evidence 





EJ FITTING ROOM Changing your clothes is essential to 
good hygiene... and sneaking up to poor unlucky souls. 
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Mature 


None 


*Progressive Scan 
(480p) 


Eidos Interactive. 
a 
10 Interactive 


of your presence - like 
that body you forgot to hide — so 
if your alert level has gone up, 
you'll usually know why. Luckily, 
there are now more ways to 
hide bodies, like stuffing them in 
lockers or dropping them down 
manholes. If you're careful, it's 
easy enough to be able to cover 
your tracks sufficiently. 


What's not different are 
the memorable locales (Blood 
Money will take you everywhere 
from the Mississippi River to 
the streets of New Orleans to 
the suburbs of California) and 
open-ended gameplay. Every 
level is set up so that there are 
various ways to take out your 
target, from poisoning his food 





to dropping a piano on him to 
just walking up and shooting 

him (we don't recommend this 
last one). Figuring out how to 

kill your target effectively is the 
real essence of the game. This is 
what puts you in the shoes of the 
hitman, and makes you feel like a 
true assassin. 


Veterans of the series know that 
the story is a bit convoluted, 
and Blood Money doesn't offer 
much in the way of exposition for 
the new player. Essentially, the 
International Contract Agency 
(ICA), the agency that Agent 47 
works for, is being systematically 
wiped out and he himself is one 
of the targets. We soon learn that 
the FBI is behind the hits, and as 
the game progresses, they get 
closer and closer, culminating in 
a final confrontation between you 
and the government. 

The real beauty is not the 
story itself, however, but the 
presentation. In the beginning of 
the game, the former FBI director 
meets with a reporter, boasting 
that the elusive Agent 47 has been 
caught. As the interview between 
the two progresses, the story 
of how the FBI tracked Agent 47 
through a series of hits unfolds, 


+ PARTY POOPER 
Guess the BYOG memo only 
went to one email address. 





and we learn more about why he 
is being targeted in the first place. 
Each time another kill is covered 
by the director, you take control 
of Agent 47 and play through the 
mission. As the past and present 
converge, the present day scenes 
stop appearing, and you are left 
to discover on your own how the 
FBI managed to catch Agent 47. 
It's a clever way to tell a story 
and, along with the game's moody 
soundtrack, gives the game а 
very cinematic feel. 





While Blood Money has fewer 
flaws than other Hitman games, 






there are still some problems. 

The most notable of these is the 

control scheme, which takes \ JIH aay 
some getting used to. However, ГА! JO 
this becomes less of an issue as | 
you play more and get a feel for 

it. Also, as good as the Al is, it's 
not perfect; there will still be the 
occasional times when your alert 
level will skyrocket and you won't 
know why or how. 

Blood Money balances its 
tricky gameplay by making it more 
forgiving when you do get caught. 
You can also hide in places like 
closets or quickly change outfits 
to get out of confrontations 
without too much shooting. 

Once alerted to your presence, 
though, guards will be much 
more suspicious of you from then 
on. If you leave witnesses, your 
notoriety will increase after the 
mission is completed. 

Blood Money is a welcomed 
update to the Hitman series and 
offers something for almost 
everybody. Series veterans will 
appreciate the new complexities 
added to the gameplay, as 
well as the improved missions 
themselves, while those new to 
the series are going to find it to be 
aunique combination of stealth 
action and FPS combat. In the 
end, you won't find any game 
out there that better captures 
what it means to be a silent killer. 
TOM HOLOIEN 








reviews = BEST OF THE MONTH & Street Fighter Alpha Anthology 


==: Street Fighter Alpha Anthology 


AREN'T DEAD - 


PSM SCORE 


out of 10 





Shimmery 
graphics 

and missing 
perks (like, for 


Street Fighter Alpha 

Anthology packs a lot of 
kung-fu fighting into one handy 
package, making it an excellent 
excuse for inviting your fighting 
buddies over for a brawl. In 
addition to the three main Alpha 
games, it includes the ever-so- 
slight variation called Street 
Fighter Alpha 2 Gold and the 
rarely-seen, cutesy gem that is 
Pocket Fighter. 

These 4.1 games pack a 
considerable amount of deeply 
enjoyable 2D fighting action, 
from the simple chain combos of 
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instance, no the original Alpha to the rather 

epee complex “ism” system of the third 

perfection, but game. The gameplay is tight and 

exact ports the emulation spot-on, except 

о нме атов for the usual interlaced graphics 

a compelling issues, which add "shimmer" to However, this also means helps make Anthology a well- 
argue ton otherwise arcade-quality visuals. that a few home features rounded collection that should 
any Capcom In fact, arcade perfection are missing, notably Alpha keep fighting fans brawling 
E fan; is Anthology's raison d'être, 3's popular World Tour mode happily amongst themselves for 
excellent because it's based on the and Alpha's groovin’ remixed perpetuity. BENJAMIN TURNER 
paea te star actual coin-ops rather than the soundtrack. Luckily, Capcom 

thought about 32-bit home ports. So you can smartly added home version 


getting into this 


genre. 





$29.99 


Teen 


Two-player versus 


Nothing 
Capcom 


Capcom 


look forward to every frame of 
animation and every obscure 
arcade-only combo. 


amenities like Training, Survival, 
and (hilariously entertaining) 
Dramatic Battle modes. This 
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THE WORLD'S GREATEST LAN PARTY! 


THE TWO GREATEST MAGAZINES IN THE WORLD ARE JOINING FORCES f 
TO BRING A 500—MAN LAN TO SAN JOSE*, CALIFORNIA! COME FOR THE 

е WHOLE THREE DAYS OR JUST DROP IN FOR А DAY PASS! 
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PSM SCORE 


out of 10 


FEW TRICKS TO 
THIS BLUE MAN 
TROOPER 

It would be easy 
to write off Rogue Trooper as just 
another third-person shooter 
since that's what it pretty much 
is. Run, gun, a little stealth for 
flavor — that sort of thing. Pretty 
much what you'd expect, except 
for a few neat little bits. Like? 
Like military equipment that talks 
back, providing you with some 
entertaining chatter. Like the 
ability to make your own ammo 
and health packs. Like being able 
to stealth-kill a gun turret. Like 

a story that actually keeps you 
playing, despite the fact that it's 
standard stuff — which happens 
to describe this game pretty well, 
actually. JUSTIN CHENG 


out of 10 


















THIS GAME 
TO WALK THE 





One Piece: 
Pirates' Carnivalis the latest 
game to try to capitalize on the 
success of Nintendo's Mario 
Party games by giving us another 
video board game, but it just 
ends up falling flat. Where Mario 
Party has tons of unique mini- 
games, Pirates' Carnival only 

has about 30, and almost half of 
them are special, once-a-game 
occurrences, meaning you'll be 
playing the other 5096 over and 
over again. They also aren't really 
that fun, and it often seems like 
Skill has nothing to do with the 
outcome. Throw in an overdose 
of loading times, and you've got 

a game that just isn't worth your 
time or money. TOM HOLOIEN 











THE CONSOLE 
GAME IS, ONLY 
BROKEN 

Lara Croft's PSP 
adventure is surprisingly close to 
the PS2 version in many respects. 
The levels, puzzles, story, and 
in-game movies are still great. 
Unfortunately, where it differs, 
the experience really suffers. For 
one, the controls have changed 
for the worse. Combined with 

the lack of a second analog 

stick, they really kill the fluidity 

of the console version. Also, the 
need to press a second button 
after jumping to grapple makes 
controlling Lara even tougher. 
The game is also very dark (even 
with the in-game setting at max) 
and feels really sluggish overall, 
ultimately making it just that much 
more frustrating to play. 

GABE GRAZIANI & RANDY NELSON 


out of 10 


Shirla! Look, it worked! 
We got the silver dagger! 









PSP GETS 

ANOTHER 

CONSOLE- 

WORTHY RPG 
out of 10 There aren't many 

full-fledged RPGs on the PSP, 

so when we got our hands on 

the sequel to last year's Legend 

of Heroes, we were certainly combat, but the monsters are neat. 

excited to try it out. Legend of 











Heroes II looks great and has 

the same solid RPG feel of its 
predecessor, and also adds some 
nice new features, like enemies 
which you can see on-screen 
and choose to avoid, if you wish. 
That being said, the game has 

а slow story and suffers a bit 
from "generic RPG syndrome" 

— there are times when you'll feel 
like you've played this type of 
game hundreds of times before. 
However, if solid turn-based 


GF, GAMEFUY.COM' 


Ready to Play 





XBOX 360, 


action is what you want, Legend 
of Heroes Il definitely delivers in 
that respect. TOM HOLOIEN 
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EVE ITS STARS ARE 
L MINDLESS, BUT 
THIS PUZZLER 
5 SURE ISN'T 

out of 10 Before gamers 
had stupid Al sidekicks to yell 
at, they spent their time cursing 
these green-haired clods. While 
the cute, industrious Lemmings 
in this 3D remake are as eager as 
they ever were to march blindly 
into horrible deathtraps, they've 
at least aged well. Figuring out 
how to guide them to the exit in 
each of the 150-plus hazard-filled 
levels — by telling them to climb, 
build staircases or just block their 
fellows from falling off a cliff — still 
takes equal measures of planning 
and reflexes, and it’s still a lot 
of fun. It’s a great puzzle game, 
but be warned: aside from some 
never-before-seen levels and the 
ability to design your own, there’s 
nothing truly new here, making 
the $40 price tag a little dubious. 
MIKEL REPARAZ 
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The List OF RECENT BEST GAMES 


Midnight Club 
3: DUB Edition 
REMIX 


Rockstar's 
Midnight Club 3: 
DUB Edition was 
already one of 
the best racers 
on PS2, and the 
REMIX edition 
builds on that 
solid foundation. 
With a whole 
new racing locale 
(Tokyo), over 20 
new cars, and 
anonline mode, 
Midnight Club 

3: DUB Edition 
REMIX offers 
allthe same 
high-speed 
street racing fun 
as the original, 
with great new 
features ~ all for 
a теге $20. 


Score: 9.5 


MLB 06 
TheShow 


Although EA 
holds the top 
titles for most 
sports games, 
Sony's MLB 

06 The Show 
manages to 
dethrone EA's 
MVP series with 
a huge variety 
of gameplay 
modes and an 
incredible sense 
of realism. From 
the beautiful 
graphics to 

the detailed 
gameplay, MLB 
06 The Showis 
one of the most 
realistic baseball 
sims ever made. 


Score: 9.0 


ESSENTIAL 
PS2 
RACERS 


Fulfill your need for speed with 
these can't-miss games! 


=” Midnight Club 3: 


DUB Edition REMIX 


Burnout Revenge 


Gran Turismo 4 


* ToCA Race Driver 


Need For Speed: 
Most Wanted 





Hearts Il 

Few games can 
be described 
as magical, but 
this is definitely 
one of them. 

In combining 
characters and 
worlds from 
both Disney and 
Square Enix, 
then tossing in 
some solid, if 
simple, combat 
and heartfelt 
moments, they've 
created a game 
that will go down 
in history as the 
ultimate love 
letter to all of 
their fans. 


Score: 8.5 


Daxter 


Daxter is 
definitely PSP's 
best platformer 
right now, 
successfully 
capturing the 
essence of what 
made the Jak 
games so great 
оп PS2. While the 
story is not very 
compelling, the 
game is still an 
undeniably solid 
title that best 
exemplifies what 
PSP platformers 
should be. 


Score: 8.5 


Ace Combat 
Zero: The 
Belkan War 


This series has 
always had a 
perfect blend of 
flight-sim realism 
and afterburner- 
fueled arcade 
dogfights. Belkan 
War is another 
successful 
mission in a 10- 
year war waged 
across both 
PlayStations, 
with enough 
tweakable 
fighters and 
open-ended 
missions to keep 
you coming back 
for more. 


Score: 8.0 


Powered Up 
Mega Man: 
Powered Up 

is more than a 
simple port; it's 
atrue remake, 
delivering all 
the trademark 
Mega Man fun 
along with new 
bosses, new 
game modes, 
and updated 
graphics. Don't 
let its look fool 
you; this game 
isn't just for 
kids. It's fun, 
exciting, and can 
be extremely 
challenging. 


Score: 8.5 


Suikoden V 


Along, rewarding 
adventure that's 
more Suikoden 
Iithan Suikoden 
IV, but with fair 
warning: the first 
eight hours are 
slow. From there 
on out, though, 
the rest is pure 
role-playng bliss. 


Score: 8.0 


Syphon Filter: 
Dark Mirror 


After the sluggish 
last title in the 
Syphon Filter 
series, Omega 
Strain, we 
weren't expecting 
much from Dark 
Mirror. Boy, were 
we surprised. 
The game is 

not just a port 
-it was made 

for the PSP, as is 
evident from the 
control scheme 
which works 

well despite the 
lack of a second 
analog stick. Nice 
graphics and fun 
gameplay only 
sweeten the deal, 
making Dark 
Mirror one of the 
best games out 
there on PSP. 


Score: 8.5 





OutRun 2006: 
Coast to Coast 
While this sequel 
to the arcade 
classic isn't 

very deep, it's 
loads of fun. It's 
fast, with crazy 
power-slides 
and even crazier 
objectives. The 
PSP version is 
nearly identical 
to the PS2 game, 
so either one you 
choose, you're 
set for hours of 
pick-up-and-play 
enjoyment. 


Score: 8.0 





OutRun 2006: 
Coast to Coast 
While this sequel 
to the arcade 
classic isn't 

very deep, it's 
loads of fun. It's 
fast, with crazy 
power-slides 
and even crazier 
objectives. The 
PSP version is 
nearly identical 
to the PS2 game, 
so either one you 
choose, you're 
set for hours of 
pick-up-and- 
play enjoyment. 


Score: 8.0 


AFTER- 
MARKET 
PARTS 


Don't forget 
tograba 
standard- 
to-mini 
USB cable 
for OutRun 
2006's 
genius 
save file 
swapping 
feature. 

It lets you 
share your 
progress 
between 
the PS2 
and PSP 
versions. 


Field 
Commander 


Yes, Field 
Commander 

is basically a 
carbon copy 

of Nintendo's 
Advance Wars, 
but is that really 
a bad thing? 
Although the 
Aland mission 
difficulty are 
inconsistent, 
Field Commander 
delivers all the 
great turn-based 
strategy of 
Advance Wars 
along with some 
nice 3D graphics, 
placing it in the 
top tier of games 
available for PSP. 


Score: 8.0 


+ SETTING IT UP The Optoma HD72 can 
be placed on top of a table, but the company 


offers an optional ceiling mount. 


Optoma HD72 


ШЕЕ, PLAY PS3 


LARGE FOR A 
SURPRISINGLY 
ELI MODEST PRICE 
Entering into the world of 
projectors can be tricky 
business. The payoffs are 
certainly big: a decent projector 
can give you an image roughly 
100" diagonally, providing easily 
the most screen real estate bang 
for the buck. There are a couple 
of catches, however. First, 

you'll need a very dark room (a 







windowless basement is ideal), or 
you're going to get a washed-out 
image. Secondly, the really low- 
cost projectors (read: between 
$1,000 and $2,000) have been 
limited to DVD resolution (480p) 
= which just won't cut it for the 
PlayStation 3's high-res visuals. 
Until recently, stepping up 
to high-def (720p and above) 
required dropping at least $3K 
– and that was for projectors of 
questionable quality. The Optoma 
HD72 changes that, providing a 
superb, true 720p picture for a 


zy 


Hardware 





street price just under $2,000. It 
has all the requisite connectors 
= HDMI, DVI, component, 
composite, S-Video – and an 
impressive 5000:1 contrast ratio, 
which becomes very apparent 
when playing games like Shadow 
of the Colossus. Colors are very 
good for a projector as well. 

For those looking to take the 
projector plunge in anticipation of 
the PS3, the HD72 may be just the 
answer. EVAN SHAMOON 





HDMI, component, 
S-Video, and 
composite inputs 


WHY HDMI? Because the PS3 uses it, of course! 
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кеј DON’T USE A 
VIDEO GAME AS A 
BABYSITTER Ш 


Check out 
gamesradar. 
-it's cool. 





Letter of the Month 


VIOLENCE? 
OKAY! SEX? 


NO WAY! 


Parents have no problem buying 
an "M'-rated game that contains 
murder, assaults, auto theft, gangs, 
etc., but the second a sex scene 
appears on the screen, they go 
nuts. There is nearly the same 
amount of graphic sex on primetime 
TV these days. Š 

The bottom line: parents, don't 
let the kids talk you into buying a 
game that is not appropriate for 
their age. Play the games, or watch 
the kids play the games. Bond with 
them — don't use the videogame 
as a babsitter. -Clayton Quinnell, 
Butte, MT 

CHRIS: People have made a 

"T big stink about videogame 
[NUS vlolence, too, but you're right 
about there being a double standard. 
For some reason, mainstream 
America has always been more 
tolerant of the "bang bang" than 
the "boom boom." What we need is 
a game that contains so much sex 
and violence that simply glimpsing 
Itin action will render politicians 
catatonic. Then, maybe, they'll leave 
us alone. As for parents, you're 
exactly right - if they blindly buy 
their kid Grand Theft Auto, they 
shouldn't complain about it later. 


E] HOW "BOUT BOTH? Rumble 
Roses “has it all,” as it were. 











SPREADING LIKE A 
DISEASE 


One of my PS2 memory cards has 
7k of corrupt data on it. That size 
had grown from 1k about a week 
ago. Is this data erasable (1 get a 
memory card error every time | 
try through the system), and if not, 
do | need to get a new card before 
everything goes corrupt? -Dave 
Behney, The Internet 
RANDY: I can't say | know 

| what's causing the corrupt 
ҖЕ data (or its growth), but when 
I've personally encountered this 
problem, I’ve had to resort to a Pro 
Action Replay (which provides an 
option to format a memory card) or 
similar product. Just make sure to 
copy your game saves to another 
card before wiping it! 


b 


SEE? GAMES ARE 
EDUCATIONAL! 


| am a student in school who isn't so 
good at Greek mythology. Since God 
of War was getting so many great 
reviews, | decided to pick it up. I 
was so amazed at how much this 
game taught me. | was learning all 
of these places and terms - | even 
learned about some of the gods! 
| really need to thank David Jaffe 
for making this game. If he hadn't, | 
probably would've been held back! 
—Elliott Hanson, Novato, CA 

RANDY: I'll pass your message 
£j along to Dave the next time 

ҖЕ | see him, Elliot - I'm sure 

he'll get a kick out of it. He's super 
into Greek mythology, so, for him, 
making the game was realizing a 
dream. I have to say, it's kind of scary 
that a videogame did a better job of 
teaching you Greek mythology than 
your teacher. 


contact ra info 
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WE WERE RIGHT 
ALL ALONG! 


Just finished devouring your May 
issue when | found a funny mistake. 
A reader, John Lykos, wrote 
in to point out a mistake you'd 
supposedly made in your March 
issue concerning Final Fantasy XI. 
"The Mithra race are the cat people 
which reside in Windurst and they 
are all female, which is one gender." 
Let me help you out, PSM: he 
didn't read the manual. FFXI game 
manual, page 90: "There are very 
few male Mithra, and only female 
Mithra venture out into the world." 
Just thought you should know that 
you were right all along. -Dustin 
Paulson, Strasburg, OH 
FRI JUSTIN: And to think John 
Lykos thought we didn't know 
f what we were talking about. 
Shame on him. Thanks to Mike Henry 
of San Francisco, CA, Kenneth Nida 
of Geismar, LA, Oujirou Byaku of The 
Internet, Nicolas Ortiz Gonzalez of 
Cali, Colombia, Steffan Heissinger 
of St. Louis, MO, Greg Crutchlow of 
Ottawa, Ontario, John Lovelace of 
St. Petersburg, FL, and Macario of 
Weslaco, TX, for also backing us up. 


Have a comment or question for the PSM team? E-mail us at psm@futureus-inc.com, 
with "General Letters" in the subject line. Hey, you might even win a shirt! 


YES, IT'S 
REALLY 
LIMITED 
I'ma bit 
upset about 
something. In 
the April issue 
you reviewed 
Metal Gear 
Solid 3: Subsistence. You said that 
for ten bucks more you could get 
a "special edition." Well, | looked 
everywhere, even before its actual 
release date, and nowhere did | see 
this edition of the game (which, by 
the way, is called "Limited Edition") 
available until after it was released. 
And do you know where | found it? 
eBay for a whopping $60 to $123! 
So my question is: how "limited" 
is this limited edition? Am | stuck 
with the ridiculous, overpriced 
eBay bids? Help, please! 
qd -Amadeus Mayo, Pine Grove, 
= CA 
RANDY: Your letter really rocked me, 
Amadeus! (Sorry, had to go there.) 
To answer your question, the limited 
edition of Subsistenceis extremely 
limited. Konami isn't willing to say 
exactly how many were produced, 
but it was "very limited," according 
to my contact. He also said that there 
won't be any more made, so it looks 
like eBay is the only way you're going 
to get your hands on a copy. 













WE'LL HAVE TO TAKE 07 
IT 

YOUR WORD FOR Noli lation 
Tourist Trophy, “The Real Riding 
Simulator.” Only without realistic 
details like “countersteering” (turn you get 
front wheel left, bike goes right, this special 
and vice-versa), 5 mph and under shirt, made 
handling (needs more agility), only for 
“high siding” the bike (causing the you letter 
rider to flip into the air by hitting writers! 
the rear brake while leaned too So REMEMBER 
far), and riding on ice, to name a your STREET 
few. It’s only a game, but come on, DDRESS. 

We can’t email them. 


Polyphony Digital! -Frank Sudol, 
Wilkes Barre, PA 

CHRIS: I'd agree with you, but | 
don't have the faintest idea of 
what you just said. Where's my 
Hang On sequel, Sega? Now there'sa 
bike game І can handle! 
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PollStation: Only YOU can make these pies! 


Which Snake is the 


The DATA 
SUGGESTS: 


People who think Solid 





If you picked Solid Snake: If you picked “On a plane,” do you 





deadliest? Where would you most like plan to see Snakes On A Plane E 
to see him In action? starring Samuel L. Jackson? Snake is deadliest will 
Solidus Naked On the Onthe Heck YESI ноот АА 
Snake ~ Snake PSP PS3 Sam's the support in Snakes On A Plane. 
2% > 48% 5% МАМІ snakes- : 
5556 ploitation 
36% И films! 
40% 
Liquid You must have 
Snake Solid Ona made that 
8% Snake plane movie up. 


Visit www.psmonline.com to answer our poll questions. 


` MAIL C HOT TOPIC Е What Would Justin Do? 





July's mail...Hot Topic! Ia 4 





(What Would 
Justin Do?) 
Dear Justin, 
FINAL FANTASY Е 
Шура ватез, 
my younger 
VII LIVES! = 
a 0 Typi. z 
soltryto 
Sure, Final Fantasy VII came out almost a Ban 
y 
decade ago, but that doesn't seem to matter to controller so 
some of our readers. They're still partying like А 
it’s... uh, 1997. ОШ : 
gri back 
at would you 
ANY CHANCE OF SOUARE ENX Тһе PSM Take: ee 
REMAKING FINAL FANTASY TOM: With all the Metal Gear talk around here, it's nice Jose, CA 
VII FOR THE PS2 OR THE PS3? e to hear that there are still people like me who consider JUSTIN: Nice 
-Dillon King, Creston, OH FFVII one of the best games ever made. Everything about ENS spe 
itis just so well done that it really is always good, even if you've last, Michael. 
I'M OCD AND AM TRYING TO played through it dozens of times before. Sime Ond 
BEAT THE GAME 100%, ALL It's no surprise, then, that people (yours truly included) still brother that 
LIMITS, WEAPONS, SUMMONS, play it today, and that Square Enix is capitalizing on the game's uota) 
MATERIA, EVERYTHING popularity with their Compilation of FFVII, including the Advent controller in 
—Brad Nolastname, The Internet Children movie and games like the upcoming Dirge of Cerberus ROUES 
and Crisis Core (if that is indeed still coming out). Unfortunately, be able to 
THIS ONE IS ALWAYS GOOD as much as we all would love to see an FFVII remake on PS3, at Eu 
NO MATTER HOW MANY the moment it's unlikely that Square Enix is going to make one. as such, he 
TIMES YOU PLAY IT That being said, if the Compilation titles sell well and demand RE 
—Sam Fischer, Centerville, OH continues to be high, anything could be possible... l, for one, er else. 


would be first in line to preorder my copy. 


Caption Contest: Make us laugh, win a prize 
THINK YOU'RE FUNNY? 


"Tryouts to get into the NBA 
have gotten ridiculous since they 
started doing the Simon Says Test" 





WRITE A CAPTION FOR THIS + 


B Here's How 


Write a caption for this screen and email it to 
psm@futureus-inc.com with the subject line “112 Caption 
Contest!” THE DEADLINE IS AUGUST 1ST. If we choose your 
caption as the funniest, it'll net you a PSM Prize Package, so 
include your full name and mailing address! 





p 
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The Big Contest: Metal Gear Collection 


Po- 


VC BEARS 


pem 
1 EE Meta) 
d Metal Gear Solid ә. 


E 





The Legal Stuff 

The PSM Editors will pick the winning story based on the following criteria: how interesting your view is and humor. 

One entry total per individual. All entries must be recelved no later than August 1, 2006, with the winner being announced in or around the 

November issue. Each of the judging criteria will be weighed equally at 50%. By entering this contest, you agree that Future US, Inc. may use your name, likeness, 

and web site for promotional purposes without further payment. All prizes will be awarded and no minimum number of entries is required. Prizes won by minors will be awarded to their parents or legal 
guardians, Future US is not responsible for damages or expenses that the winners might incur as a result of the Contest or the receipt of a prize, and winners are responsible for Income taxes based on 
the value of the prize received. A list of winners may also be obtained by sending a stamped, self-addressed envelope to Future US, Inc., c/o PSM July Metal Gear Contest, 4000 Shoreline Court, Suite 
400, South San Francisco, CA 94080. This contest is limited to residents of the United States. No purchase necessary; vold In Arizona, Maryland, Vermont, Puerto Rico, and where prohibited by law. 


FANDOM & Fan Projects & Fan Art & Fan Websites & Fan Etc. 


Fandom: 





© NAP TIME Rolling things up Is tiring work, so Lea Hisatake of 
Honolulu, HI, gives the Prince and his cousins a moment to relax. 





Е WELCOME BACK! Chris Jones of Houston, TX, returns with 
this great Daxter piece. See more at www.mistajonz.com. 


artwork: xero reynolds! 
www xerjester.com 





O VAMPIRES BEWARE! Castlevania's Alucard looks © MS. CLEAN Xenosaga pipe cleaner & KONG! King Kong, that is, by 
badass thanks to Xero Reynolds (www.xerjester.com). art from Jevon Smith of Windsor, Ontario. Mike Henry of San Francisco, CA. 


SEND US Send your displays of fandom to us at with "Fandom" in the subject line. Art, 
STUFF! websites, custom toys, cosplay... we want it all! The best stuff will be displayed here every issue! 










Imost everything looks cooler when it's made of 

LEGOs. Case in point: the PS3 controller. Sure, 
the controller has had its share of detractors since 
its unveiling, but look how cool it looks when it's been 
LEGO-ized, courtesy of professional LEGO artist, 
Nathan Sawaya! Sawaya has plenty of other amazing 
masterpieces that you should definitely check out at 
his website, www.nathanbrickartist.com. 


ONE OF THE 
TOP FIVE 


GAME-DEGREE 
PROGRAMS 


- Electronic Gaming Monthly 


Student Artwork 





b 
Ксы? К 


Real World Education 





School of 


School of 


3300 University Boulevard 
Winter Park, FL 32792 


Financial aid available to those who qualify 
Career development assistance 
Accredited College, ACCSCT 


YOU'VE REACHED THE 
VOICEMAIL FOR SOLID 
SNAKE'S CODEC. 


TAKE А LOOK AT THAT 
DIGITAL PHOTO т 
EMAILED You, OKAY? 
D'ou HNK — 
THS NEW BATTLESUIT 
MAKES M+ BUTT 


HEARD You've BEEN 
PISSING MY HAIR- 
LIKE (OH ношр PÉ 
CRITIQUING HAIR: 
MR. MULLETRƏN 2000 
FROM THE AANI s 


MULLETROPOLIZ 


Next Month in PSM 


What won't be in next month's book? Fresh from our secret 
closed-door meetings at E3, we'll have the best coverage 
anywhere of all the major PS3, PS2, and PSP games and 
announcements. This is the issue you're not allowedto miss! 


Hl, ITS ME! UM, 2 
HAVEN'T HEARD FROM 


YOU IN A WHILE « p^ 
THOUGHT WE HAD A 
REAL CONNECTION, 

TCO. CALL ME? 


SO, SNAKE... 
How DID «2L 
LIKE MY NARUTO 
FANFIC 7 
2 THINK 
m MY 250 -PAGE 
OPUS, "LOVETUTHL,” 
REALY CAPTURED ALL 
THE NUANCES oF A 
HYPOTHETICAL 
KAKASHI/SASUKE 
RELATIONSHIP, 


TO INZHIGNIFICANT © 
MERT A PHONE CALL, 


(oN MERYL- HUH? OR, ANOTHER 


APPEARANCE IN “OUR 
SHTUPIP E 


MALUM с CIALIS < 
VIOXX 


7 
LE ENLARGEMENT 


VELY ELIZZIAN 
AES WANT To MEET 


WELL, тше X 


THEN! HAVE FUN WITH 


YOUR LITTLE BTOC 


ee Жүл! 

















There’s no such 
thing as too much power. 
Just ask Superman. - 


Are you getting all the power you paid for? Friction is your engine's Kryptonite, stealing up to 10% 
of your engine's horsepower. So how much power you get is directly related to your oil. Q's heat 
activated formula reduces power-robbing friction better than conventional oil. The hotter it gets, the 
harder Q works. Find out about all the power-maximizing Q products at Qpower.com 





ADVANCED 


Full Synthetic 


UNLEASH ALL YOUR HORSES: 


Try О now, get FREE TICKETS . 
to Sup 1E] en Ue 


. Mail-in offer. 
‘Go to Оо 





— 
z 









D ee Qor 


Eight Ainha Style 


Five Smashing Prized, 00 
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www.capeom.com/streetfighter 
? : A 


PlayStation.@ AVAILABLE JUNE 2006 
ne ا‎ 


Made with love by 


<EIKCMAG- 





Ourgoal TS UO SON classic MICE дате тадагіпеѕ SO that 
they! аге пой lost permanently: 


People interested in helping out in any capacity, 
please visit us а retromags-com. 


No profitis madeifrom ECS SEEMS, nondo we offer anything 
ayailablefrom the publishers themselves: 


Ifyou come across anyone selling releases from 
15 site? ріеаѕе ао по 50ррог them апа CKO E TSOA 


Thank you! 


